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The Kent Report 
In Volume 1, roving reporter Steve 
Kent spends some time with the 
people behind the first generation 
of Nintendo 64 software. 
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Welcome to the first volume of Q64 — your completely independent source for strategies, reviews 
and news on Nintendo 64 games and accessories. Volume One features 148 pages of Nintendo 
64 coverage, with detailed strategies on four of the hottest N64 games. In addition, our editorial 
staff has spanned the globe to bring you multiple interviews with leading N64 developers 
and publishers, and the latest information on upcoming titles. Q64 is produced by Dimension 
Publishing, Inc. We have no affiliation with Nintendo of America, or its licensees. With independence 
comes freedom, and you can be assured that the reviews and opinions contained within these 
pages are unbiased and completely focused on protecting your dough — and in helping to give 
you the best gameplay experience for those titles that you do purchase. Being as this is our 
first effort, a little bit of background information is probably in order, in regard to how we do 
things around here. So, let's kick off Volume | with a quick explanation of the different editorial 
departments and how our review system works. 


_ STRATEGIES: In Volume One of "Strategy 64", we tear into Acclaim's Turok: Dinosaur Hunter, 


Nintendo's destruction dandy — Blast Corps, GT Interactive's Hexen 64 and Midway's Doom 
64. In all, we give you 66 pages of step-by-step walk-throughs that will help you master each 
of these four adventures. For those of you that are familiar with the Dimension Publishing Strategy 
Guide Series, we have tried to examine these games with the same attention to detail, albeit 
in a "Reader's Digest" format. While there are fewer pictures, you will find that you can get 
everything you need to get in these four games, over the course this section. 

REVIEWS: Our editorial staff puts Mario Kart 64, FIFA 64, Turok 64, Doom 64, Hexen 64, War 
Gods and Blast Corps to the test — turn to "Judgment 64" and see which games get the Q64 
Seal of Approval! How do you get the Seal? Easy, just come in with an Overall score of 8 or 
better and you've made it! Games are reviewed on a 1-10 scale (10 being the best) in each 
of five different categories... Gameplay, Graphics, Sound, Concept and Shelf Life. These scores 
are then averaged to produce the Overall score. 

PREVIEWS: You won't believe what you'll be playing in the months to come! In Volume One 
of "Future Play 64", we take a look at Nintendo's Star Fox 64, Acclaim’s Extreme G, Ocean's 
Mission Impossible, Interplay's Clay Fighter 63-1/3, Konami's International Superstar Soccer, 
Ubi Soft's F1 Grand Prix, plus our version of late-breaking news about upcoming releases, 
“Quick Pics”. 

NEWS: Our Features editor, Steven Kent, goes behind the scenes to give you the stories behind 
the development of the first generation of Nintendo 64 games, and give you all of his "Insight" 
in the world of N64 gaming. 

COVER STORY: The arcade blockbuster, and technological wonder, comes home! Midway's San 
Francisco Rush: Extreme Racing is tearing up your local arcade and we've got exclusive information, 
interviews and screen shots on this hot title. 

MORE TO COME: And we don't stop there! Q64-Volume | is the first of three volumes that will 
be published as part of the Dimension Publishing Collector's Series. Look for Volume Il in September 
and Volume Ill in December of this year. 

We hope that you enjoy Volume | of Q64. We have made every effort to ensure that this publication 
is of the absolute highest quality, and we are proud of our first book. Our goal was to produce 
a collector's quality book, with an absolute minimum of advertising. We have packed in everything 
that we could think of, that would be of interest to Nintendo 64 owners. If we've overlooked 
anything, let us know my dropping us a line at the address below, or zipping an e-mail fo us 
at D3@quake.net. We hope you enjoy this book and look forward to your comments. 
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MEE T SOME OF T HE 
GAME DESIGNERS WHO 
MAKE NINTENDO’S 
PROJECT’S REALITY SO 
ULTRA SLEEK. 


Before Turok massacred his first | 
triceratops, before Dash Rendar 
destroyed his first ATAT, even before 
Mario began looking for stars, there 
was the simple desire to bring video 
games to a new level of sophistication. | 
First, Silicon Graphics produced the 
Reality chip set that gave the Nintendo | 
64 the most powerful 3D rendering | 
capabilities of any console ever made. | 
Next, Nintendo engineer Genyo Takeda 
headed the team that built and evaluated 
dozens of controllers, finally | 
recommending the analog/digital game | 
pad that has become the symbol of next | 
generation video game technology. 

The final step was designing games that | 
tapped into the power and style of the 
Nintendo 64. Not everyone has 
succeeded. When the CEO of one of | 
Nintendo’s licensees saw Mario 64, he 
looked back at the game his company | 
had created and sadly made one 
statement: “Back to the drawing | 
board.” ! 
The N64 was designed with enough | 
horsepower to have more of everything, | 
and the latest line-up certainly does. 


“The fact is that the new generation of video 
games crosses that line, containing the horrible 
depictions of graphic violence and sex, 
including, particularly, violence against 
women.... Instead of enriching a child’s mind, 
these games teach a child to enjoy inflicting 
torture.” 

U.S. Senator Joseph Lieberman 

(Democrat of Connecticut) 


Discussing 16-bit games 


Let there be no doubt, the Reality chip set coupled 
with the fastest RAM (random access memory) 
known to man and a 64-bit processor enable 
the Nintendo 64 to draw more blood then a 
Red Cross nurse at a masochists’ convention. 
If you want to see just how gory games can get, 
turn off the parental controls on War Gods, 
learn the fatalities, and keep your air sickness 
bag beside you. 


WAR GODS 

If there is a heavyweight champion when it 
comes to gratuitous violence, gruesome cruelty, 
and sexist images, it’s War Gods. There may 
be another game that splashes more blood 
across your television set, though it’s doubttul, 
but only War Gods has a fatality that lets you 
pound your fallen victim into the ground like a 


More Blood and Cus: nail then kick his or her screaming head off. 


Doom 64, Mortal Kombat Mythologies, 
War Gods, Mace 

More Beat the Clock or Die Action: 
Blast Corps, San Francisco Rush, Top 
Gear Rally, Lamborghini 64 


More Dinosaurs: 

Turok the Dinosaur Hunter, Yoshi’s 
Island 64 

More Fuzzy Pilots: 

Star Fox 64 

More Top Secret Stuff: 

Zelda 64, Ken Griffey Junior Baseball 
64, Tetrisphere, 64DD (okay, it’s not a 
game, but what does anybody really 
know about it). 


-— Mortal Kombat may have introduced the world 
| F to “fatalities,” but War Gods takes these gory 
The following is a look behind and in | 


front of the scenes of several of the 
hottest games in this year’s N64 | 
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| little finales to the extreme. Originally created 
as a Midway arcade game by Jerry Linhoff 
and George Peatress, War Gods’ fatalities 
are more fantastic, more gory and far more 
downright fatal than any previous fatalities. 
Even Tim Rogers, the Eurocom producer whose 
team converted the game for the N64, 
remembers being impressed with the finality o' 
these fatalities the first time he saw them. 
“One of the best things was when we first saw 
the fatalities, because they were pretty gor) 
and all the guys at the office were pretty grossec 
out by them. I’d say they’re probably slightly 
gorier than the fatalities in Mortal Kombet... a 
least some of them. It could be because you 
see them in three dimensions, you know, it give: 
them that extra punch.” 


Of course it could also be because they have 
that extra punch. When Kano, the metal-facec 
mongrel of Mortal Kombat, pulls out his victims 
hearts, you see the organ and a small splast 
of blood, but Kano’s surgical expertise leave 
no wound. When Ahau Kin, War Gods 
Mayan priest, pulls out his opponents’ hearts 
you see gaping bloody holes in their chests. 
Kano completes his fatality by waving the hear 
in the air. Ahau Kin finishes by eating the heart 
over the fibulating bodies of his victims. 

If there’s one thing that can be said about th 
fatalities in War Gods, it’s that they ar 
unabashedly offensive. Kano was no prince 
of a guy, but holding your victim’s heart i 
the air is a lot more socially acceptable tha 
eating it! 

Of course not all of the fatalities in this gam 
are that extreme. “They’re all pretty gory, that 
why | like them,” says Rogers. “I guess | kin 


of like the one by Cy-5 where he kind of curls 
up and turns into something like a mother ship 
and melts you with a laser beam. There are 
other fatalities that are a lot more gory, but, 
that’s one of the good ones.” 

Aside from the fatalities, Rogers says that one 
of the things that impresses him about War 
Gods is its genuine use of all three dimensions. 
“I think probably the main difference between 
War Gods and other fighting games is obviously 
that War Gods is a 3D game. Being able to 
move around and fight in 3D adds an extra 
dimension to fighting games.” (No pun 
intended!) 

“I think War Gods deserves credit for actually 
being a true 3D game. It’s not just a gimmick 
as it is on some other games. You can actually 
use it in your fighting strategy.” 

According to Rogers, the Nintendo 64’s 
architecture offered unique challenges and 
opportunities for converting War Gods. The 
biggest problem was storage space. 


“It’s been kind of a challenge to fit stuff in, 
especially because the arcade machine is a 
hard drive-based game. The arcade hard drive 
had quite a lot of space to store texture data 
and stuff like that. (The N64 version is being 
produced on a 12-megabyte cartridge, a mere 
fraction of the storage offered by the hard drive 
in the coin-operated arcade machine.) There’s 
no geometry reduction, and we've got all the 
same stuff. Most of the changes we’ve had 
to make are things like less colors in some of 
the polygons.” 

Rogers says that once they got past the 
limitations of the N64 cartridge, the system's 
architecture lent itself wonderfully to 3D gaming. 


ap 


“I guess the architecture of the N64 did help 
in a way. It’s obviously very different from the 
arcade hardware, but, it was well oriented 
towards 3D-type games. The home version 
runs at the same speed as the arcade game. 
That fast processor was really useful at matching 
the speed of the Texas Instruments DSP chip in 
the arcade game.” 

According to Rogers, the N64 version of War 
Gods is nearly identical to the arcade game 
except for a few added bonuses. “We’ve 
added stuff like playable bosses. We also 
worked out some extra cheat codes and other 
little features.” 


DOOM 64 

If there is a blue-blooded heritage in the world 
of electronic games, it belongs to Doom. The 
patriarch of the Doom family would be Castle 
Wolfenstein, the Apple Il game created by Silus 
Warner, a 6-foot nine-inch behemoth of a man 
who, according to legend, often ate pieces 
of paper and sometimes programmed in the 
nude. 

In 1992, a start-up software company called 
id revived and modernized Castle Wolfenstein 
as a 3D game for the PC. The founders of id 
had a rare combination of hacking ethic and 
market intuition Though they openly adored 
technology and information, they also knew 
how to tap into the market. Building off a 
brilliant game engine designed by John 
Carmac, John Romero, perhaps the computer 
game industry’s most legendery designer, 
fashioned a game that laughed in the face of 
social discretion. 

Before Castle Wolfenstein 3D, virtual bad guys 
fell to the ground quietly and vanished when 
you shot them. In Wolfenstein 3D, they 
screamed, bled, and stayed on the screen 
marking your trail. Arcade-style games 
traditionally have non-denominational bad 
guys—robots, ninjas, terrorists, etc. In 
Wolfenstein 3D, you killed German Nazis and 
their dogs, German Shepherds. 

All of this wildness offended some people, but 
the guys at id didn’t care. They were true 
hackers. 


In 1994, id took their first-person rampage out 
of Nazi Germany and placed it on Mars. They 
tweaked the game engine, added more enemies 
and gloomier settings, and called the game 
Doom. 
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There may be some argument whether or not 
Doom is the most popular computer game of 
all time, but there is no question that it is the 
most imitated computer game in history. Since 
its release, Doom has been imitated and 
adapted by game publishers, educational 
software companies, and the U.S. Marines. 
Of all Doom’s many faces, John Romero says 
that the N64 adaptation of the game is his 
favorite. 

“Yeah, this is the ultimate Doom. This is really 
great. | like the lighting. In fact, the whole 
mood is really cool and the sound effects are 
great. The music had neat ambient stuff. | kind 
of lean towards liking songs better than ambient 
music, but it still sounded really cool,” says 
Romero. 


As far as the game play itself, Romero had 
very few reservations about the N64 game. 
He did not like the default settings for the 
controller. Since the options menu allows you 


to customize your controller, Romero changed 
the buttons to suit his taste. No problem. 

His only other complaint involved a puzzle. 
“There was a barrel puzzle at the beginning 
that | didn’t like. | haven’t gotten all the way 
through the game so there might be a couple 
of other weird puzzles that | wouldn't have 
made. Except for that weird barrel puzzle, 
everything else was awesome.” 

“| loved the introduction with the big fight and 
the camera pulling out and showing Doom. 
That was really cool! The weapons look 
awesome—really high tech, and the atmosphere 
is the true Doom atmosphere. Lots of really 
dark areas that scare you.” 

This is a supreme compliment, especially when 
you consider how protective Romero has 
become about his creation. When he sees 
adaptations or Doom-alikes that are well 
made—i.e., Duke Nukem and Dark Forces— 
Romero is generous with his praise. When he 
sees knock-offs that he dislikes, he can be 
merciless. 
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“Vm really sensitive to all the clones and knock- 
offs of our genre. | play all the latest first-person 
action titles that come out. When Isle of the 
Dead (by Merit Studios) came out, | decided 
Merit was a loser company.” 
“Isle of the Dead came out and | saw it and | 
was just horrified at how disgusting and stupid 
this game was. It was useless... just awful.” 
“| went to the software store by my house here 
in Plano and there was a new sales guy. One 
of the old sales guys that | knew brought this 
new guy over fo meet me. They were like ‘See 
anything you like?’” 
“| said, ‘No, but this game, this Isle of the Dead 
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game, is the biggest piece of S@#& | think I’ve 
ever seen on the shelf.’ And the new sales guy 
goes ‘I, um, programmed that.’ 

“| said, ‘Well, now you know why you work 
here.” 

The team that escaped Romero’s wrath by 
creating a more than satisfactory version of 
Doom for the N64 includes lead programmer 
Aaron Seeler, music designer Mike Abbot, lead 
artist Shukru Gilman, and developer and level 
designer Randy Inuiestrella. 

According to Seeler, creating the N64 game 
involved team work. “It was very much a team 
effort putting Doom together. It really came 
about as a result of Nintendo wanting a new 
version of Doom for their console.” 

“They wanted it to encompass all the things 
that were great about Doom, but they wanted 
something new. What we did is we sort of 
came up with something that was still very much 
Doom but exploited a lot of the capabilities 
of the Nintendo 64.” 

“We had so much experience making levels 
and playing Doom that we were able to make 
it a game people would like to play,” says 
Inuiestrella. 


‘The team that was responsible for designing 
the levels for the N64 game also did the levels 
for the PlayStation version of Doom,” explains 
Seeler. “All these guys were very, very skilled 
and knowledgeable... We're all big Doom 
fanatics. It was a lot of fun to come up with all 
this new stuff for the N64.” 

Though Seeler, Abbot, Gilman, and Inuiestrella 
tapped into the power of the Nintendo 64’s 
Reality engine to update Doom, they kept the 
2D monsters that were one of the signature 


features of the original game. In fact, they 
created their monsters as three-dimensional 
electronic sculptures on a Silicon Graphics 
workstation, then converted them into two- 
dimensional images for the game. 

“The monsters were two-dimensional in the PC 
game and they are still two-dimensional on the 
Nintendo 64, but they started out as 3D models. 
The environment is all 3D polygons, but the 
monsters themselves are still 2D billboards 
as it were,” says Seeler. 

“We made the monsters 2D on purpose. We 
wanted to have the ability to have a lot of 
monsters. having tons of monsters is critical to 
Doom. We wanted 20 to 30 imps running 
around throwing fireballs. That is just part 
of what makes Doom so intense. If they had 
been polygonal monsters, holding a really nice 
high frame rate and having all these monsters 
flying around would have been almost 
impossible.” 

When making trade offs in the Doom universe, 
three-dimensional monsters may _ be 
expendable, but hordes of bad guys is requisite! 


ADVENTURES ar 
WITHOUT DINOSAURS) 


“Come on. How many games have you 
played? I’ve played thousands and it never 
fails to amaze me. I'll sit down and play c 
game that’s supposed fo be the next great idec 
and I’m like, ‘wait a minute’, that’s just this 
game plus this. Same thing I’ve done 50 time: 
already.” 
‘Then, every so often, you play a game [like 
Blast Corps] and you say to yourself, ‘oooh 
this is way different then what I’ve done before 
It doesn’t fit into category B like | thought i 
did’.” 

Ken Lobb 

Development and Evaluation Manager 


Nintendo of America 


Because of its power, the N64 is the natura 
choice for companies that publish home version 
of arcade games. The same speed and 3L 
modeling abilities that make the N64 great a 
handling arcade games can also be used t 


bring entire worlds to life. 

Because of their immense nature, adventure 
games are more suited for home consoles than 
arcades. Here is an inside look at two original 
N64 adventures. 


TUROK THE DINOSAUR HUNTER 


Turok did not begin with David Dienstbier, the 
project leader and lead designer at Iguana 
who was the creative force behind Turok the 
Dinosaur Hunter. According to Dienstbier, 
Turok had existed as a comic book hero long 
before Acclaim decided to import him into 
video games. 

“Acclaim had recently acquired a comic book 
company called Valiant Comics that had revived 
the Turok character a few years back. Valiant 
brought Turok back from the dead.” (Who 
could be better at hunting extinct creatures than 
an extinct hero?) 

“The comic book had been published in the 
60’s and Valiant bought the rights to the 
character and kind of rekindled the whole Turok 
world and took it in a completely different 
direction. Obviously Acclaim decided to go 
with a game based on Turok as part of an effort 
to broaden his appeal. Acclaim is doing that 
with several of the characters they inherited by 
purchasing Valiant. They wanted to expand 
some comic book characters into other media 
and they thought Turok was a good first choice.” 
How do you do a video game resurrection 
of a comic book hero who died in the 60's? 
According to Dienstbier, such miracles require 
research. “One of my first jobs was to go 
through the comic books and decide what 
material | wanted fo use in the game. It was 
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pretty minimal. The game is largely an original 
creation.” 

When it comes to creating games based on 
existing properties, some publishers micro- 
manage their game developers. This often 
results in exceptionally lame games. Games 
based on movie and comic book properties 
have particularly bad reputations. Dienstbier 
says his well-established relationship with 
Acclaim resulted in his having a nearly free 
reign of creativity on the Turok project. 

“We had an easy working relationship with 
Acclaim Comics. They have always been 
exceptionally supportive of us and they know 
that the most important thing is that the game 
stand on its own as a great product. That's 
perhaps the most important thing when you're 
dealing with somebody else’s character. 
Otherwise they’d try to shackle us by creating 
a lot of rules and restrictions on what we could 
do. We created all of the characters in the 
game. | think all but two of them are completely 
original.” 

The characters and landscapes in Turok the 
Dinosaur Hunter may be original, but Dienstbier 
says that his work is influenced by several great 
games from the past. “Obviously | was 
influenced by earlier first-person games when 
it came fo deciding what would go into Turok. 
Doom was a big one. | am a huge fan of 
Doom. | was a huge fan of Wolfenstein 3D, 
foo. It played well and it really got your blood 


pumping.” 
— 


“| really enjoy games with the first-person 
perspective quite a bit. | like the high level of 
immersion that is inherent in first-person gaming 
as opposed to third-person gaming or side- 


scrolling games. In first-person you're looking 
through the eyes of your character and | really 
do enjoy that. There’s no other game 
perspective that I get as worked up playing 
because the threat seems more immediate. You 
know, you’re actually seeing the game as the 
guy on the screen rather than simply watching 
the character you're controlling.” 

Two video non-first-person games also 
influenced Dienstbier—Bomberman and 
Castlevania [for the eight-bit Nintendo 
Entertainment System]. Interestingly, neither 
of these games are played from the first-person 
perspective. Bomberman is played from an 
overhead perspective and Castlevania is a 
classic side-scroller. 

“I'm also strongly influenced by Hollywood 
when I approach game design,” says Dienstbier. 
“One of the things that became very important 
in Turok was taking the worlds and characters 
to a level that people hadn’t taken them before. 
To reach that level you have to draw not only 
from within yourself but from everywhere else 
around you—comic books, film, you know, 
even music. I’m influenced heavily by music . 
and some of that came across in the game’s 
music.” 


Dienstbier is also influenced iby echoceey He 
merged old and new technologies to bring 
Turok’s enemies to life in his game. “All of the 
human characters in the game were created 
using motion capture technology. Any of the 
tribesmen you see running around, the little 
soldier guys and the two human boss characters 
in the game, were all motion captured. We 
went back in and key framed certain 
animations. We wanted, for instance, a death 


animation to be a little bit more spectacular, 
so we went back and touched it up.” 

“The bulk of the human animation is all motion 
captured. The creature stuff on the other hand, 
was all animated here by our animators,” says 
Dienstbier. “We were going for that Ray 
Harryhausen (the special effects pioneer who 
did 50’s and 60's monster movies) effect where 
you mix, you know, real motion with make 
believe motion, and it all actually blended 
together pretty seamlessly. I’d say it blends 
together better in Turok than it did in most of 
Ray’s stuff.” 

Dienstbier says that he enjoyed working on 
Turok, but that’s ambition as a game designer 
is to create his own properties. “! honestly would 
rather create the entire game, including the 
characters, from scratch. | read through the 
comic books and found that the content and 
the quality of the comic was exceptionally erratic 
on all fronts—the writing, the artwork.. 
everything. Since | started the game, the comic 
series has been relaunched again with all new 
art, an all new story, all new characters, and 
on and on.” 

“The new Turok comic is in no way based on 
the original comic storyline. | not only read 
the Turok comics but | read all the Valiant comic 
books that had anything to do with the Lost 
Land (Turok’s universe). What | found was that 
in the Lost Land, anything goes. It's kind of like 
the Nexus of time, it’s the hub from which all 
other time springs but time doesn’t really exist 
there.” 


“In the Lost Land you have beings and creatures 
from hundreds of worlds across millions of 
years that all exist at one time. It’s kind of 


like the big junkyard for the universe. That 
meant that we didn’t have any restrictions on 
the content of the game.” 

Once he determined the dynamics of the Lost 
Land, Dienstbier started developing the plot of 
his game. In putting together that storyline, 
Dienstbier decided that Turok may be a dinosaur 
hunter, but his worst enemies would be lizards 
of a different variety. 

“Acclaim selected the campaigner to be the 
arch villain, and the game follows his plot to 
assemble the chronosepter. | enjoyed their 
basic plot summary and | thought it was a good 
starting point for building the rest of the game.” 
“In the end, some of the characters that we 
created for the game have kind of found their 
way into Turok’s new comic book universe.” 


WHAT THE NINTENDO 64 
BRINGS TO TUROK: 

Dienstbier says that the power of the N64’s 
processor and its fast cartridge-based storage 


medium helped make Turok the Dinosaur Hunter 
a more immersive experience. 

“We designed Turok not only fo take advantage 
of the hardware on the N64, but to take 
advantage of the fact that it uses cartridge 
format. We didn’t have to concern ourselves 
with caching game data in and out of 2 Megs 
of RAM constantly like you do if you're creating 


games on CD-ROM. The cartridge format 
meant that we could have a lot more information 


at our disposal instantaneously.” 


“Having quicker access fo information meant 
we could make the game a little bit bigger. It 
meant we could make the maps larger. The 
cartridge format meant we could have more 


enemies, animation, and textures because they 
could be accessed instantly. It also helped us 
give the game a lot more on-screen diversity.” 
Dienstbier takes great pride in the diverse 
settings, enemies, and moods of Turok. 

Since Turok and Doom 64 were released within 
weeks of each other, Dienstbier knew that 
comparisons of the two first-person shoot ‘em 
ups were inevitable. “When you play a game 
like Doom, you expect every minute of that 
game to be a frenzy of action and reaction. 
Turok is as much an adventure game and an 
exploration game as it is a first-person shooter. 
That's one of the things that we found very 
appealing about the expansive level design.’ 
“Turok has that jungle atmosphere as opposed 
fo always being inside a building. The outside 
atmosphere gives the game that feeling of being 
big. It feels like you are traversing miles and 
miles as you move through one level to the next. 
To me, that was lacking in a lot of these first- 
person games.” 

“What we really wanted to do was free up the 
player to do some real exploring. The original 
levels were much bigger than the levels we 


ended up with. We found that when you open 
it up too much, people got lost just like they 
would in a real forest.” 

“What we found was that too much space 
becomes frustrating for gamers. We actually 
had to tighten a lot of the areas up and make 
sure that we paid attention to the shape anc 
the flow of a level rather than getting carriec 
away with wide open spaces.” 


“We basically wanted to get away from some 
of the claustrophobia inherent with only beinc 
in hallways. When you’re in hallways anc 
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rooms, you kind of get used fo seeing hallways 
and ceilings and walls and floors and stuff, 
and we wanted to free that up for a large 
portion of the game. | think we succeeded in 
making bigger areas and in making them 
convincingly organic. We've got vines with 
moss hanging off them, three-dimensional palm 
trees that can be blown up... There’s a large 
degree of freedom in the environment, not only 
to climb up the wall, but to swim through caves 
and down into lakes and things like that.” 
Turok’s jungle setting isn’t the only touch that 
differentiates it from other first-person games. 
Several industry observers, including the people 
that made Doom 64, have noticed the graphic 
realism of Turok’s violence. In other games 
dead enemies simply explode, in Turok the 
Dinosaur Hunter, they sometimes try to cover 
their wounds. This, according to some critics, 
makes Turok more violent than other first-person 
games. 
“Now | haven't played Doom 64, but knowing 
what | know of Doom, | would say that Turok 
is no more violent than Doom 64. | would say 
that the violence in Turok is more realistic. The 
intensity level is higher. | mean in Doom you 
constantly blow everything into bloody goo. 
The number of things that you’re killing is 
probably slightly less in Turok, but the way that 
re dying is so realistic. You know, grabbing 
their throats as arterial blood sprays, spurting 
through their fingers.” 
“I guess the realism [of the death sequences] 
creates the impression of a higher degree of 
violence because there is absolutely no doubt 
in your mind that human beings react that way 
when they are shot in the neck. It gives you 
a much larger degree of suspension of 
disbelief,” 
Realistic blood may help U.S. audiences 
suspend their disbelief, but German audiences 
will have to find other ways to immerse 
themselves. The German government has very 
strict laws about video and computer game 
violence—no blood, no guts, no swastikas, no 
symbols of Nazism. As you can imagine, Castle 
Wolfenstein never made it into the German 
Top 10 list. 


“Germany is the biggest market outside of the 
U.S. and Japan,” says Dienstbier. “It’s the 
biggest European market for video games. We 
did a special version of the game just for 
Germany. | don’t know if you know much about 
the hassles of making games and selling them 
in Germany before, but it’s kind of a horror 
story in and of itself. They have very strict laws 
about the content of video games.” 
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THE GERMAN VERSION OF TUROK 
Apparently the German government finds 
cruelty to robots far more acceptable than 
cruelty of humans. “We couldn’t even kill 
human beings in the game. We had to create 
cyborg versions of every human or humanoid 
character. That meant that we couldn’t just 
texture the guys to look like robots, we had 
fo create robot models.””’The robots we created 
are all reflection-mapped with chrome and 
bright colors and everything. It looks really 
great. Obviously they don’t make blood 
curdling screams when they die. They make 
kind of a Cylon [the robot aliens in Battlestar 
Galactica] kind of a thing. We don’t have 
liquid spewing from their necks either.” 
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In talking with Acclaim Germany, it’s my 


understanding that the government doesn’t 
review your game prior to release. What 
happens is that you commit yourself to 
manufacturing the games, the product goes to 
market, members of the Government task force 
for reviewing games purchase the game 
through a retailer, they play it and then they 
decide if they are going to ban it. If is banned, 
it gets pulled from all the shelves and you 
lose millions and millions of dollars.” 

“We made Germany kind of a very important 
priority in Turok’s worldwide sales. Anytime 
you can sell a quarter of a million copies of 
your games anywhere, that’s kind of a 
worthwhile endeavor. Not only did we have 
to take all the human and humanoid type 
creatures that were made of flesh and turn them 
into robots, we also took out the screams and 
all of the thrashing, writhing, and death 
animation for every creature. That all had to 
come out.” 

“I'm very happy with the artwork we did for 
it. | mean, I’m thrilled with it. In many ways 
the German version is cooler than the American 
one. Well... maybe not cooler. | think shooting 
things that are made of flesh and blood is more 
fun than shooting robots, but they look really 
great. We didn’t just hack something together, 
we spent about a month doing new artwork.” 


MORTAL KOMBAT 
MYTHOLOGIES 

Love it or hate it, no one can deny that Mortal 
Kombat is one of those landmark titles that 
changed video game history. Street Fighter 
ll may have re-launched the fighting game 
craze (Data East started the craze years earlier 
with Karate Champ—the first popular two- 
player martial arts tournament game.), but 
Mortal Kombat took the genre one step further 
with digitized combatants and special finishing 
moves called “fatalities.” Kids loved it, parents 
hated it, the U.S. Senate investigated it. 

Ed Boone and John Tobias, the men who 
created Mortal Kombat, are as quiet as their 
game is loud. Prior to Mortal Kombat, Boone’s 
best-known project was High Impact, an arcade 
football game. Tobias’ first projects included 
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Smash TV and Total Carnage, two Robotron- 
like games in which players controlled futuristic 
game show contestants shooting their way to 
cash and prizes, which he created with Mark 
Termiel, who went on to make NBA Jam and 
Wrestlemania the Arcade Game. 

Nobody expected Mortal Kombat to catch 
on as well as it did. In fact, Boone says that 
he was surprised when he and Tobias were 
asked to create Mortal Kombat Il. By the time 
Mortal Kombat II hit the streets, however, Boone 
and Tobias knew they had created a lasting 
franchise. 

According to Boone and Tobias, several 
elements of their game contributed to its success. 
First of all, it has good play mechanics. Some 
critics have charged that Mortal Kombat’s 
appeal is totally based on its violence, but it is 
not the most violent game of all time. Games 
like Chiller, a shooting game that takes place 
in a torture chamber, have come and gone 
without notice. Time Killers was far more violent 
than Mortal Kombat, but it never developed a 
following. There simply is more to MK than 


blood. 


Racther part of MK’s mystique is its secrets. 

Boone and Tobias have infused their games 
with special moves, fatalities, hidden characters, 
combinations, animalities, and friendshipping 
moves. They no longer bother telling their fans 
to look for hidden moves in MK games, 
everybody knows they are there. In fact, Boone 
and Tobias never reveal their secrets. 

“We've never given anything out.” says Boone. 
“It’s amazing. We've made it very clear that 
we don’t give out secrets and we get e-mail 
and we get kids coming up to us asking , ‘How 


do you do this? How do you do that?’ They 
just will not accept the fact that we do not give 
away secrets fo the game. There’s a reason 
why we spent all this time putting them in, and 
it was not just to say ‘Here, this is how you 
do it.’ and then eliminate all of our efforts.” 
Though some critics dispute this, Boone and 
Tobias say another facet of Mortal Kombat’s 
appeal is the background story they have 
developed for the game. Mortal Kombat games 
take place in a well-detailed universe. Each 
of the characters has his or her own story. There 
are even reasons why it is imperative that certain 
characters win the Mortal Kombat tournament 
and others lose. 


After co-creating three iterations of Mortal 
Kombat as a team, Boone and Tobias are now 
working on separate MK projects. Ed Boone 
is working on MK4, an arcade game that will 
have to compete with the likes of Tekken 3, 
Virtua Fighter 3, Killer Instinct 3, and Street 
Fighter 3. While Tobias is working on MK4 in 
a lesser capacity, his latest project is Mortal 
Kombat Mythologies, a prequel to the original 
Mortal Kombat games that should be released 
for the N64 by Christmas. 
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The first thing to know about Mortal Kombat 
Mythologies is that it does not follow the martial 
arts tournament format of other Mortal Kombat 
games. For lack of a better term, some people 
have described Mythologies as a side-scroller, 
but Tobias says that label is not accurate. 
“You can call it a side-scroller, but that’s sort of 
simplifying things. | mean its primarily a side- 
scroller; but these days, whenever you say side- 
scroller, the connotation is a flat, typical old 
scrolling game. The majority of the action in 
Mythologies takes place from a side view so 
| guess you would call it a side-scroller.” 

“It’s such a hodge podge of different things. 
The primary characters are 2D, but you also 
face a lot of 3D enemies and the environments 
are three-dimensional. The game involves a 
lot of puzzle solving and things of that nature, 
too. Is more Out Of This World meets Mortal 
Kombat than a simple side-scrolling game.” 
“We’re making the game as cinematic as 
possible to simulate sort of a movie watching 
experience. That's kind of difficult to do on the 
various platforms, but | think we've been pretty 
successful. The game has a very lush look to 
it and the sounds are very dramatic. I’d say 
a lot of the tunes are ambient. Dan Forden, 
the guy who did our music for the last three 
Mortal Kombats, is doing the music. With 
Mythologies, he sort of goes in a different 
direction.” 


Mortal Kombat Mythologies revolves arounc 
Sub Zero, the blue ninja with the chilling ability 
to freeze his opponents. To be more precise, 
the game revolves around the original Suk 
Zero—the one who was killed by Scorpion. 

‘The game centers around Sub Zero. It’s sor 
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of his back story,” says Tobias. “The story was 
presented in the last three Mortal Kombat games 
and we just sort of delve into his history. The 
idea behind Mortal Kombat Mythologies is that 
we explore sort of the mythological elements 
that we created in the last three games by telling 
stories that we’ve hinted at.” 

“If you followed the story in the game, Sub 
Zero’s younger brother assumed his identity 
after Scorpion killed him. Mythologies follows 
Sub Zero through an adventure that he had 
10 years before the first Mortal Kombat 
tournament took place. The game explains 
how his feud with Scorpion started, how 
Scorpion was killed, and how he was 
reincarnated. But | can’t tell you too much 
about it, not without ruining some of the 
surprises.” 
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“Mythologies also deals with a new set of villains 
that we hint at in the other MK games but never 
really got to explore. It’s pretty cool because 
it sort of ties a bunch of loose ends together 
and starts breaking ground for the new story.” 
(Just a hint... That new story is MK4.) 
According to Tobias, even with its side-scrolling 
format, Mortal Kombat Mythologies is still true 
to the MK spirit. “The basic play mechanics 
from Mortal Kombat are intact in Mythologies 
except that it’s really not the same type of game. 
Sub Zero does everything in Mythologies that 
he can do in Mortal Kombat. He’s just got 
additional moves added to help him explore 
the environment. There is lots of fighting in 
Mythologies. I’m just playing that down because 
while it is a big aspect of the game, it’s not the 
only one.” 

“This isn’t just a scrolling Mortal Kombat, you 


don’t kick everybody in the head. You interact 


with some people in different ways. You have 
got to pick and choose your battles. You can 
alter the outcome of the game slightly, 
depending on how you pick and choose your 
battles.” 

The reason Tobias says that you can only alter 
the outcome “slightly” is because the end 
remains the same—it’s a predetermined fact 
of fiction that Scorpion does eventually kill Sub 
Zero. Even so, Tobias says that playing a game 
with a hero that is guaranteed to die is not 
depressing. 

“The ending has been predetermined because 
is a prequel. It has to end a certain way, again 
the events that unfold during the game can be 
altered.” 

“It’s not too depressing controlling a character 
that you know has got to die; in fact, | think it’s 
kind of cool. Sub Zero has always been a 
favorite of mine and I'd say that it’s cool (no 
pun intended) just seeing the game unfold. 
Prior to Mythologies, the only opportunity we've 
ever had to tell the Mortal Kombat story was 
in the brief bio screens during the beginning 
of the game and ending sequences. With 
Mythologies players will get to see events that 
we’ve just briefly touched upon in other games.” 
“Actually, it ties in a little bit to the sequel motion 
picture that’s coming out this August,” Tobias 
admits. “There are a couple of characters that 
we created specifically for Mythologies that 
they managed to squeeze into their sequel 
plot.” 


DRIVING GAMES 
The N64 is shaping up to be a great platform 


for racing games this year. If all companies 
meet their production schedules, the N64’s 
library of games should include over 50 
games—tive of which will be racing games. 
This racing line-up will include Cruise ‘n USA, 
Mario Kart 64, Lamborghini 64, Top Gear 
Rally, and San Francisco Rush. (Saito and 
Imagineer, two Japanese companies, also have 
racing games under development.) 

Racing purists will be happy to know that two 
prototypical steering wheel peripherals are 


currently being tested, so N64 racers will not 
be forced to use a game pad. On the other 
hand, both the developers of San Francisco 
Rush and Top Gear Rally report that the N64’s 
analog stick handles racing games quite well, 
once you get the hang of it. 


SAN FRANCISCO RUSH 

When Midway executives decided to adapt 
the coin-op hit San Francisco Rush for the N64, 
they turned fo an American video game legend, 
Ed Logg. A veteran of the industry, Logg created 
such arcade hits as Super Breakout, Centipede, 
and Gauntlet. His most famous creation is 
Asteroids, the biggest arcade hit in Atari’s 25- 
year history. Logg also created the Nintendo 
64 version of Wayne Gretzky's 3D Hockey. 
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Since the N64 version of San Francisco Rush 
is based on an arcade game, Logg did not 
create the concept for the game. As a 
competitor put it, “Logg has the arcade machine, 
that’s the best design document of them all.” 
His help in converting the game, however, was 
invaluable. 

The hardware for the arcade game includes a 
one gigabyte hard drive, eight megabytes of 
RAM for textures, four megabytes of RAM 
for audio, and a 200 megahertz R5000 
processor. By comparison, the N64 has a 
93.75 megahertz processor and a total of four 
megabytes of RAM. Though the arcade 
processor was vastly faster than the N64’s 
processor, the toughest transition was 
transferring the game from a one gigabyte 
hard drive (one gigabyte is 1,000 megabytes) 
to an eight megabyte cartridge. 

Bear in mind that eight megabytes of code is 


‘The Kent 


a lot of information. Atari sold 70,000 
Asteroids arcade machines, and the game only 
filled 2K of code. A Nintendo 64 cartridge 
may only hold .8 percent of the information 
stored in a gigabyte hard drive, but it holds 
4,000 times more code than Logg wrote when 
he created Asteroids. 
Logg says that comparisons of this nature are 
useless and points out that the day of 2K vector 
graphics video games are long gone. “You 
want fo know if | can make a fun playing game 
in 2K? The answer is yes. That's not the 
problem. ’ 
“The question is, ‘Will it be graphically 
appealing?’ No. To survive in today’s market 
you need more. Will my 2K game have red 
book audio? No. Will it be a 3D game? No.” 
So far, Logg and his team have found ways to 
fit all three tracks from the arcade version of 
San Francisco Rush into 3.5 megabytes. With 
music and audio clips, the game takes up 
5.5 to 6 megabytes. As Michael Alexander, 
g's co-programmer, points out, “Audio takes 
up a lot of space.” 
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g and Alexander expect to fill the remaining 
space with extra race tracks, but making tracks 
for San Francisco Rush is more complex than 
simply drawing an asphalt-colored oval and 
placing buildings and signs around it. The 
three features that make San Francisco Rush 
different from other racing games are genuine 
San Francisco landmarks, off-track shortcuts, 
and jumps. 

“One of the coolest things about Rush is that 
there’s all these short cuts,” says Alexander. 
“Some short cuts are better than others, and 


some of them are more dangerous than others. 


Actually, theyre all pretty dangerous and tough 
fo do; but if you do them just right, you generally 
get a good gain in the race.” 


“The shortcuts are important,” adds Logg. “On 
Track 2, using short cuts is the only way fo win.” 
Of course you shouldn't expect every stray 
alley to be a road to victory. “There are places 
where you can sort of run around the block 
and realize it’s not a short cut,” says Logg. “In 
Track 3, for example, there are places that you 
may think let you cut corners but don’t. There’s 
also a litle bit of a hill... Jump the hill and you 
get no traction. You may end up flying over 
the spot where you really want to be.” 

“One track lets you jump over Lombard street. 
Track 2 has a jump that can put you up on a 
roof. Italso has a jump that sends you through 
a building. You crash through a window and 


go right through a building and out the other 
side.” 


The main theme of San Francisco rush is 
driving through San Francisco at really high 
speeds,” says Alexander. “You go through 
streets that should not be driven very fast.” 


“It lets you fly,” adds Logg. “You drive over 
the tops of hills at 150 miles an hour and end 


“You do that and you normally destroy you! 
car. You’d die. You would be dead,” says 


Alexander. “The hills are exaggerated in Rush. 
The slope of the hills is like double what it woulc 
actually be.” 


“But the game is realistic as far as gravity goes, 
gravity is very constant. The height is correct— 
you can go fo San Francisco and measure it 
Because the game has a 90-degree field oi 
view, which has a tendency to bring everything 
flatter, they exaggerate the hills to make it look 
like you're really going off.” 

San Francisco's hills are not the only Bay City 
landmark represented in this game. San 
Francisco Rush also has many other famous 
sites. “The landmarks are there,” says Logg. 
“Let's take Track 1. You start right behind the 
tunnel... the tunnel’s there. You go downhill tc 
the [Golden Gate] bridge... the hill is there. 
Next, you go across the bridge and cross the 
Presidio... the Presidio is there. You turn right, 
go through the city, go through a tunnel. There 
is a tunnel at that location in real life as well. 
The distances are a little bit exaggerated bu 
the landmarks are more or less correct.” 


TOP GEAR RALLY 


According to Rob Povey of Boss Game Studios, 
Top Gear Rally helped Kemco and Boss reach 
corporate goals. “What happened was Oliver 
Miyashita (a Kemco executive) came to see us 
and proposed doing a racing game for the 
N64 based on Top Gear (a game Kemco racing 
published for the Super NES). We had been 
discussing doing a racing game at the time 
and we were also looking for an N64 
opportunity. The Kemco deal gave us the 
chance to do both.” 

Video racing fans may remember Kemco based 
on Top Gear Rally (and Top Gear Rally 2), but 
most American gamers have not heard of many 
other Kemco titles. Asked what Kemco games 
he has played, Povey smiles and says, “Kid 
Clown in Crazyland. Believe it or not, it’s a 
rather good game.” Kemco also did Virtual 
League Baseball for the Virtual Boy. 

“When we first started looking at Top Gear 
Rally, it was still very, very difficult to get product 
pre-approved,” says Povey. “NCL was 
requesting a visual demo so they could see 
what proposed games would be about. | guess 
they wanted to make judgment on your artistic 
ability and what you were trying to achieve.” 
“ We did a demo and sent it in with a document 
and that was done for the NCL approval 
process. We finished rendering the demo just 
before E3 (the Electronic Entertainment 
Exposition), and we didn’t get our Dev kits 
(developers kits) until after E3. We didn’t 
actually start building the game until August.” 
The demo that Boss created was a non- 
interactive depiction of a race created on a 
Silicon Graphics workstation. It was a very 


impressive display of computer graphics with 
Porsches and other racing cars driving through 
tunnels and various settings. Everybody who 
saw the demo was impressed, but some 
reporters doubted that the end product would 
even remotely resemble the demo. 

Eight months later, Top Gear Rally looks 
amazingly similar to the demo, though the 
graphics are a bit less complex. The game 
features five tracks and eleven cars. “There 
are bonus vehicles and a bonus track,” adds 
Povey. 

According to Povey, with five racing games 
due out this year, one of the toughest hurdles 
will be getting people to judge Top Gear Rally 
on its own merits. “You write a driving game 
and people are always going to compare you 
to Daytona, Sega Rally, or Ridge Racer, or 
whatever else is new. You have to make sure 
that you stack up really well against that stuff, 
in order fo sell your game or even fo get noticed. 
It’s my personal view that you should try to set 
yourself apart in at least one respect. You’ve 
got to get away from being just another game.” 
“I personally think that you will be able to stick 
our game side-by-side with other racing games 
and know it’s different. It’s going to have a 
much more realistically handling model than 
the other games.” 
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“We're a lot more similar to Sega Rally. Our 
courses are much more up and down... now 
there’s a Japanese term for you. It means that 
there’s an awtul lot of elevation change and 
beautiful scenery when you get to the top of 
things. | don’t think Sega Rally has that, even 
in the arcades.” 


Though many people will view Top Gear Rally 


as a sequel to the Super 
NES games, there is really 
very little connection 
8 © gee==— | between them. “The only 
Ea links back to the original 
lop Gear games cre (he 
name and the musician,” Fama <2 smgeuada 
says Povey. By an odd aie 
coincidence, Barry Leitch, Fs 
the Scottish musician who 
wrote the music for Top Gear 2, is a charter 
employee of Boss Game Studios. 
Povey hopes Top Gear Rally will differ from the 
original Top Gear games in one area in 
particular—Japanese sales. Povey says that 
Kemco sold over 400,000 copies of the games 
in the United States but did very little business 


in Japan. 
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“Western games have traditionally had a bad 
time in the Japanese market. We felt that 
working with a Japanese game designer has 
given us an edge there. We can start skewing 
things toward the Japanese market when it 
makes sense.” The modified Japanese version, 


for instance, has cars that aren’t as exciting to 
American gamers. 
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Editor’s Note: Steven Kent is a Bothell, 
Washington-based freelance writer that 
has been covering the video game industry 
for the past ten years. He has contributed 
to a number of gaming publications and 
is currently working on a_ book 
documenting the history of electronic 
entertainment. He can be reached, via e- 
mail at: StevenKent @aol.com 
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3 Developer Spotlight 


ATARI GAMES | 


San Francisco Rush is being dev eloped 
by Atari Games. The Milpitas, California 
‘based arcade game producer has gone 


through a rather dramatic transition over 


the past year. The company was formerly 
part of Time Warner Interactive, which 


acquired Atari Games in the ‘80's, after 


the market crash and the split that created 
both Atari Games and Atari Corporation 
(now defunct). In 1996, Time Warner 
Interactive decided to call it quits and 
sold its assets to Williams, which has 
since become Midway Entertainment. 
As rocky as the corporate road has been 
for the company, Atari Games' product 
history has been one of stability and 
quality. 

Where to begin... Let's start with a look 
at some of the major titles that this 
development group has brought to 
market over the past 15 years. These 
games include, but are not limited to, 
Marble Madness, Gauntlet, Indiana 
Jones, Roadrunner, Klax, Toobin’, T- 
Mek, Paperboy, APB, Hydra, Stun 
Runner, 720°, Escape from the Planet 
of the Robot Monsters. Hard Drivin’, 
Race Drivin’, Xybots, Road Blasters, 
Crystal Castles, Space Lords, Batman: 
The Movie (an arcade title based on the 
first, and best, of the cinematic series), 
Vindicators, Road Riot 4WD, Primal 
Rage, Pit Fighter, and more than we can 
remember five hours before deadline. 
Heck, the history of Atari Games IS the 
history of video games! 

The project team for San Francisco Rush 
has already been involved in Nintendo 
64 development, having produced 
Wayne Gretzky's 3D Hockey for the 
N64 (it was based on the arcade game 
of the same name. Although the game 


failed to garnish much in the way of 


critical success, we think that the game 
was lost in the shadow of Mario 64, and 
that it is one of the best looking and best- 
playing games on the system. If you look 
at the texture work and the detailed 
environment found in Gretzky, you have 
an idea of the talent that this team brings 
to the Rush project. 


OE ETERS 


Late last year, we went to Fry's 
Electronics (a mega-huge computer 
retailer in the western United States) 
to purchase a video card for our 
brand, spanking new 200Mhz PC, 
from Diamond Multimedia, called 
the Monster 3D. This video card, 
based on the Voodoo chip set from 
San Jose, California-based 3Dfx 
Interactive, promised revolutionary 
three-dimensional graphics, with 
enough processing muscle to bring 
tears to an Onyx owner's eyes. 

Within weeks, we were playing 640 
x 480, light-sourced, mip-mapped 
versions of Tomb Raider, Mechwarrior 2, 
Descent 2 and Quake that made their 
non-3Dfx-enhanced versions seem like 
old CGA games. Then, our editors made 
their way to the Century Park 12 movie 
theater complex in Redwood City, CA to 
tind Midway/Atari's latest arcade 


machine; San Francisco Rush. 


WE LEFT OUR HEARTS 
(AND A LOT OF 


RUBBER)... 
The cabinet looked like an updated 
version of Hard Drivin', the classic Atari 
first-person racing game with its ground- 
breaking handling and true-to-life vehicle 
physics. Sure enough, the game had the 
same feel, but, man, had it received a 
facelift! Little did we know that, lurking 
underneath the plastic, plywood and paint 
was the latest version of the Voodoo 
chip set — nearly identical to the one 
we had just purchased for $250! 
That first experience was amazing 
— the city of San Francisco presented 
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like never before. Buildings, cars, 
signage and landmarks all 
effortlessly flew though our field of 
vision with a level of graphic detail 
that we had yet to see — and at 
frame rates that had previously only 
been enjoyed by people animating 
DNA models and making checks 
out to SGI. 

A new technological standard! — 
and one that is making its way to 
our Nintendo 64's. 

San Francisco Rush: Extreme Racing 
(the official, long name) is a straight- 
ahead time trial, where you only 
have a certain amount of it to travel 
from one checkpoint to the next — 
nothing we haven't played before, 
but presented in such a realistic 
manner as to change our perspective 


in what we expect out of an electronic 
racer. Other than the Hard Drivin' 
comparison, you have to go back to 
the days of EGA graphics to find a 
similar gameplay experience — 
Spectrum Holobyte's "Vette". This 
game was the first to attempt to 
present a polygon-modeled version 
of San Francisco, the first driving 
game on the PC to let the player 
determine his best route to the finish 
line, and the logical forefather in the 
evolution that has lead to SF Rush. 


THE ARCADE AND 

THE ROAD HOME 

The Nintendo 64 version (the shots 
shown in this feature are from the 
arcade game) is going to expand on 
the play mechanics found in the 
arcade, with additional tracks (the 
arcade game had three, depicting 
different areas of the City by the Bay, 
and accessed based on difficulty level) 
to give the product an extended shelf 
life. The N64 game will also feature 
2 player, split-screen action — 
effectively replicating the arcade's 
linkable multi-player system. In 


addition, you can also expect that SF 
Rush: N64 will bring home the detailed 
textures and colorful graphics found in 
the 3Df version. This is one of the areas 
where the N64 shines, from a hardware 
standpoint, and the designers at 
Midway are going to give the player 
all of the Z-axis interpolation and mip- 
mapping that he or she can handle. But 
the thing that really makes the game 
worth looking forward to is the WAY 
you play the game. The sense of speed 
is unparalleled in any home or arcade 
game. As great as the Cruis'n USA 
technology was, SF Rush is that much 
better — with a degree of freedom that 
even allows you to get air and actually 
drive your car on top of the buildings 
that line the road. The first time we pulled 
this stunt off, we didn't realize what we 
had accomplished as we drove over 
a brick paved roof garden — until our 
car flew off of the other side of the 
building and we dropped a couple of 
hundred feet to the street below! The 
new courses will also take advantage 
of the suspended reality that the game's 
design affords — complete with the 
branching and shortcuts found in the 
three arcade tracks. Beyond these 
features, the details are a little sketchy 
right now, but the design team is well- 
aware of the potential of the title, and 
they will be making every effort to 
ensure that, feature-for-feature, San 
Francisco Rush sets a new standard for 
home racing games. 
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OUR INITIAL 
IMPRESSIONS 


We believe that aggressive, new 
technology is the cornerstone around 
which a new gaming platform is built. 
Historically, driving games have been 
the defining technology when new 
gaming systems are first delivered to 
the North American home market. 
With the PlayStation, it was Ridge 
Racer, with the Saturn, it was Daytona 
USA. Namco delivered a stellar version 
of their arcade hit, while AM2 struggled 
to replicate the Daytona experience 
on Sega's home box — the rest is 
history. It isn't a stretch to say that the 
initial impression that these games left 
on the early-adapting consumer was 
critical in establishing a base for future 
hardware sales. 

While some can question the depth of 
play in titles like Cruis'n USA, the fact 
is that technology sells and these arcade 
racers look sexy, and offer instant 
validation of the game player's 


hardware purchase. We have spent a 
significant amount of time with this 
product and believe it to be the logical 
successor to Night Driver, Pole Position, 
Hang On, Out Run, Super Monaco GP, 
Hard Drivin', Cruis'n USA and Ridge 
Racer — as the new arcade driving 
standard. Midway is trailblazing the third 
party effort on the N64, and games like 
San Francisco Rush are the ones that will 
build the console's reputation. San 
Francisco Rush: Extreme Racing is 
currently scheduled for release later this 
year. If all goes according to Midway's 
plan, we should have a reviewable 


version of the game for Volume II of Q64. 
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IGUANAJ 


Based in Austin, Texas, Iguana 
Entertainment has long been one of 
Acclaim’s development houses, and 
they re produced a very mixed bag of 
games for the financially troubled 
company. Among the games on their 
resume: Frank Thomas "Big Hurt" 
Baseball, the home conversions of 
NBA Jam, and Batman Forever (voted 
by our sister publication, PS Extreme, 
as one of the worst PlayStation games 
ever made). 
and the NFL Quarterback Club series. 
(See Future Play for more informa- 
tion on the upcoming game for N64.) 
On the positive side, Iguana was the 
developer of Sunsoft's "Aero the 
Acrobat" for SNES and Genesis which 
remains, to this day, one of the clas- 
sics of the 16-bit era. Iguana began 
work on Turok back in 1995, and here 
are the tech specs they claim, as taken 
from the Turok instruction manual: 
¢ High performance 3D engine runs 
at 30 frames per second 
¢ 256 levels of transparency and an 
advanced real-time particle system 
create the highest level of realism 
and pyrotechnic intensity ever 
Real-time lighting effects for even 
more realism 
Huge 3D levels with over 5,000,000 
square feet and over 300,000 poly- 
gons 
Over 10,000 frames of 3D charac- 
ter animation 
Over 2,000 texture maps create star- 
tling diversity and richness 
¢Advanced artificial intelligence 
allows creatures to see, hear, walk, 
swim, climb and fly 
Although Iguana has had a spotty track 
record to date, we believe that they 
have the talent to jump into the upper 
echelon of N64 developers. Turok is 
a good start, AND a good indication 
that we can expect better things to 
come from the folks in Austin, Texas. 
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By the time you read these words, 
Turok will already have sold a ton 
of copies, and single-handedly 
turned around the financial fortunes 
of Acclaim which, until Turok’s 
release, was losing millions of dol- 
lars. But, if you're one of the 12 N64 
owners who hasn’t yet bought the 
game, perhaps this review will help 
you cut through all the hype that’s 
been built up around Turok. Long 
story short: it’s a great-looking game 
with familiar play mechanics. 


GAMEPLAY 

You are Turok, an American Indian 
dude charged with protecting the earth 
from critters in the Lost Land, a place 
where all of time and space messily 
collide. A big bad guy named the 
Campaigner is intending to take over 
all of creation with the power of the 
Chronoscepter, and you have to gather the 
eight pieces of the ultra-powerful weapon 
and turn it against the Campaigner to 
destroy him, save the universe, and win 
the game. 

Turok uses an unusual control method: the 
analog stick lets you turn and look up and 
down, while the C buttons move you for- 
ward and backward, and slide laterally to 
the left or right. It takes a couple hours to 
get used to the goofy setup but, after that, 
you'll find it to be surprisingly effective, 
since you can strafe while constantly turn- 
ing and looking up or down to keep 
your enemy in your sights. 

Most of the gameplay consists of two 
tasks: blowing the hell out of any- 
thing in your way, and jumping 
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across cliffs, ledges, pillars, or what- 
ever else needs to be leapt over. Killing 
your enemies is done with a whop- 
ping assortment of 14 weapons, rang- 
ing from a simple knife up to the 
Chronoscepter itself. Among the good- 
ies in between are a pistol, machine 
gun, assault rifle, shotgun, grenade 
launcher, rocket launcher, and a par- 
ticle accelerator which makes your 
enemies literally explode into charred 
fragments. One annoyance is that ene- 
mies regenerate a limited number of 
times, forcing you to choose between 
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than a line drawing of your surroundings. 
There are also some sections near the end 
of the game with what seems like an end- 
less series of jumps over cruelly small pil- 
lars and ledges. Our final small beef is the 
scarcity of save-game locations within the 
levels. Obviously, a game can’t have too 
many save points, or players would get 
through it too quickly, but Turok can make 
you play for over an hour before reaching 
the next save point, which seems a bit 
too long. 


GRAPHICS 


Turok is gorgeous, no doubt about it. The 

enemy soldiers and dinos move realisti- 

cally and die in wonderfully bloody ways, 

depending on where you shoot them; one 

death animation has a soldier holding his 

jugular vein as blood spurts out in a jet. 

Excellent. (You can toggle the blood from 

red to green, or turn it off completely, if 

you're squeamish). The surroundings are 

beautiful; the trees, the valleys, the grass, 

and especially the gorgeous water. The 

. ; | various weapons get increasingly outra- 

rorare THe HU cans ; geous as they get more powerful, one of 
pie Uh Oe | them unleashing a miniature nuclear explo- 
sion, complete with shockwave. Turok is a 
work of art, and a testament to the graph- 
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ammo as you kill the same dang solider 
a second or third time. It makes explo- 
ration harder, which is probably the point, 
but it occasionally crosses the line between 
fun and frustration. 

You'll find yourself using the automap much 
more than you'd expect for the jumps, sim- 
ply because many of the jumps are VERY 
hard to judge without it. You can’t effec- 
tively combine the first-person viewpoint 
with the run-and-jump action of a third- 
person-view game (i.e., Tomb Raider), but 
Iguana gave it a nice try. Having the map 
up so frequently kind of takes away from 
the player's immersion into the game; you'd 
rather be looking at the gorgeous scenery 
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Turok is also a testament to the limi- 
tations of the N64’s power; it uses a 
heavy-duty "fogging" effect so that 
you can’t see anything beyond about 
20 yards. You can literally stand on 
one side of a room and not be able 
to see the other side because of the 
fogging. Obviously, the reason for 
the fogging is to keep the frame rate 
up, but even WITH the fogging, the 
game bogs down when more than a 
few enemies are on the screen at the 
same time. (That's probably anoth- 
er reason for the regenerating ene- 
mies; better to have them beam in 
one ata time than slow the game to 


a crawl by attacking all at once.) Are 


programmers already running up 
against the limits of the N64, or could 
Iguana have squeezed better perfor- 
mance out of the system and reduced 
the fogging? It'll be hard to say until 
the "second generation" of N64 
games. In addition, the texture palette 
is extremely limited — to the point 
where the game's levels tend to all look 
the same. Again, this does not seem 
to be a problem from a software devel- 
opment standpoint, but rather a limi- 
tation caused by the cartridge format 
— space costs money and textures take 
a lot of space. 


Turok’s sound effects are excellent; 
all the weapons make hefty firing nois- 
es, and your enemy targets let out love- 
ly screams when they’re hit, and the 
atmospheric sound effects (rushing 
waterfalls, cawing birds) suck you into 
the game world. The music nicely sets 
the mood for each scene, staying with 
a drum-heavwy tribal theme in the out- 
door stages and becoming more omi- 
nous during the indoor stages. It’s 
probably inevitable that in a game this 
pretty, the sound won't be at quite the 
same standard, but it’s very good. 


First-person shooters aren’t a new concept, 
but Turok has enough original twists to earn it 
a good score here. Heck, the gameplay alone 
is different from most first-person shooters sim- 
ply because there’s so much dang jumping to 
go along with the shooting. Turok also has some 
excellent and unusual weapons; when you get 
a new firearm, you can’t wait to fire it and see 
what it does. M100 


Turok has plenty of goofy cheat codes which 
mess around with the graphics or let you cheat 
your brains out, but the graphics codes don’t 
increase the shelf life — you've seen one giant- 
headed soldier, you’ve seen ‘em all — and the 
other cheats cut down the shelf life by letting you 
zing through the game in a hurry. The level 
design definitely has secrets to spare, and the 
lack of save points and the regenerating ene- 
mies guarantee it'll take you a long time to beat 
the game, and even longer to find all the secrets. 
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CONCLUSION 

Turok: Dinosaur Hunter isn’t quite as good as 
the hype makes it out to be, but it’s a rich and 
enjoyable 3D shooter with a high body count 
and the best collection of weapons this side of 
David Koresh. If you haven’t already bought it, 
you probably should. 
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MIDWAY | 


Midway, has operated under various names over 
its video game industry life span (Bally/Midway, 
Williams Entertainment (including the acquisition 
of Tradewest and Leland)), settling on Midway 
in 1996, after the acquisition of Time Warner 
Interactive and Atari Games. The company is one 
of the giants in the 25 year history of the arcade 
and home video game business, having produced 
titles ranging from Defender and Joust to NBA Jam 
and Mortal Kombat. In acquiring Atari Games, they 
also acquired the rights to the entire Atari arcade 
catalogue, dating back to 1984. Recently, they have 
been cranking games out at an amazing clip, and 
nowhere ts this more evident than on the N64. 
Since the launch of the hardware last September, 
Midway has released five Nintendo 64 titles; Cruis'n 
USA, Wayne Gretzky's 3D Hockey, Mortal Kombat 
Trilogy, NBA Hangtime and Doom 64 (the subject 
of this review), with a sixth, War Gods (see review 
in this issue), in the offering. In addition to the 
arcade port of San Francisco Rush, Midway ts cur- 
rently developing Robo 64, Quake and Mace: The 
Dark Ages. In addition to all of these N64 games, 
Midway has been busy in the arcades, on the 
PlayStation and in developing new products for 
PC (via the 3Dfx chip set). You can't argue with 
Cruis'n USA has sold over 500,000 units 
in North America, to date — in spite of a big thumbs 
down from the enthusiast gaming press (ah, what 
do they know, anyway?), Gretzky is nearing the 
200,000 mark, and NBA Hangtime and MK Trilogy 
have each moved over the 300,000 unit plateau. 
It obviously doesn't take a rocket scientist to fig- 
ure out why Midway has been so aggressive in N64 
publishing, while others have been put off by the 
financial risk involved in developing N64 software, 
they're making big money! They will have sold 
well over 2 million units of N64 software by the 
end of May '97 (with the recent release of Doom 
64). To give you an idea of how huge this num- 
ber is, there are currently about 2 million N64 own- 
ers in the US and Canada. Taking the numbers at 
face value, every owner of the N64 owns a Midway 
game! And, at an average retail price on these titles 
of approximately $70, the total dollars generated 
at retail amount to (wait a minute, we have to do 
this on paper, our calculator max'd out with too 
many 0's) $140 million! That's higher than the year- 
ly Gross National Product for half the countries on 
the planet! Obviously, Midway sees only a portion 
of this money (the retailers, wholesalers, Nintendo, 
etc, all have to take their cuts, you know), but this 
is some pretty elite ground we're walkin’ on here. 
Needless to say, Midway's future is so bright, they 
have to wear Revo's! 


SUCCESS 
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Doom, arguably the most popular 
video game over the last five years, 
has been developed for nearly every 
system, ranging from the 32X, 
Playstation and Jaguar to the PC and 
SNES and, now, for the Nintendo 
64. Doom 64 is totally new and 
fresh, as it has been designed specif- 
ically for the N64. There are over 
30 new levels, sixteen familiar, but 
graphically enhanced bad guys and 
seamless gameplay. 


GAMEPLAY 

Speaking of gameplay, most of you 
are probably familiar with Doom’s 
first-person, corridor-style, shoot-or- 
be-shot play mechanics. The standard 
method of operation in Doom is to get 
through each level of increasing dif- 
ficulty by finding and using more pow- 
erful weapons. You will also be 
required to get the ammo necessary for 
that particular weapon, be it rockets for 
the rocket launcher, or shells for your shot- 
gun. As in any game of this type, your 
being killed by a baddie is of great like- 
lihood, so there will always be a limited 
amount of health powerups to keep you 
alive. Other items that help keep your dam- 
age to a minimum (and thus, stay alive 
longer) are the armor shields, health 
potions, and spiritual armor. Occasionally, 
you will come across items that can help 
you avoid damage altogether, like the won- 
derful (but short lived) Invulnerability 
Artifacts. You can do some major 
damage to the mutant freaks, while 
not worrying about being obliterat- 


ed. The goal in each level is to find 


the exit to the next level as quick- 
ly as possible, while searching for 
more powertul weapons as you 
go along. Generally, there are 
three keys (blue, red, yellow) you 
will need to find in each level that 
allow you access into different 
parts of the stage; one which will 
eventually lead to the exit. Doom 
64 features an array of puzzles 
and traps that try to impede your 
progress, and basically make 
your life more miserable than it 
already is. For example, on one 
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level, you will be required to press a 
succession of switches in the correct 
order to enable you to get the key while, 
in another areas, a gate (for just a 
moment) and then quickly get on the 
elevator, and then jump off into a hid- 
den cove to find the key. For you Doom 
veterans and enthusiasts, this is all stan- 
dard fare, but it’s still part of the allure 
and attraction of the game that keeps 
you coming back for more. Because of 
the puzzle solving aspect (but again, 
nothing too taxing), Doom 64 is a nat- 
ural for anyone who likes a small dose 
of strategy thrown into their games. 
Because of the limited ammo, health, 
and other supplies, you can’t just hap- 


hazardly walk through a level, blasting 
the crud out of everything you see. You 
will need to know when to save your best 
weapons for the right occasion and mon- 
ster. The last thing you want to do is face 
a Cyberdemon with nothing but your chain 
gun and 400 rounds of ammo — you 
might as well get the headstone written 
now. 


GRAPHICS 


For those of you familiar with previous 
versions of Doom, you will notice that 
Midway has created a much darker atmos- 
phere in the 64 varietal. This approach 
certainly adds to the demonic theme, and 
really makes things hairier when going 
around a corner, but we did what every- 
body we know did, the first time they 
played this version; turn up the brightness 
control (in the options menu) all the way. 
Doing so will illuminate the play field and 
eliminate any doubts or concerns you may 
have regarding the graphics. Once you 
have turned up the brightness, all the rich 
color and detail can be seen. The bright, 
almost neon like, blues, reds, and greens 
really stand out against the dark gray, 
brown, and black backgrounds. As far 
as the walls and buildings are concerned, 
you can get as close as you like with very 
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little breakup or pixelization. For Doom 
64, the mutants and demons are what real- 
ly stand out, as they are top notch ren- 
dered characters. There is detail and 
animation in the baddies, the likes of which 
have never been seen before in a console 
game. 


The background music in Doom 64 is as 
haunting as anything you've heard in one 
of those B movie nightmare types. One of 
the selections, in particular, has some seri- 
ous moaning and groaning going on, with 
occasional bits of quiet, quickly interrupt- 
ed by the sound of a faint word or two, 
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almost as if somebody was saying some- 
thing or asking a question. Very eerie. 
Most of the time, however, the blood let- 
ting screams and ear piercing shrieks of 
the dying demons will drown out any back- 
ground music. Of course, if you're some- 
what twisted and don’t want to hear 
everybody getting waxed, you can always 
turn down the sound f/x at the options 
menu. We turn it all the way up — this one 
goes to eleven (Spinal Tap, anyone?). 


CONCEPT 


Well, here’s a category that would appear 
to be unkind to Doom 64, but you know, 
this category IS Doom. All the other games 
of this genre are the followers, the sheep 
if you will, while Doom stands alone as 
THE sheepherder. ID created the con- 
cept many moons ago with Castle 
Wolfenstein, and has steadily increased 
the popularity in the first person corridor 
style game with many visual, thematic, and 
artistic improvements. As Mario, Sonic, 
Madden, and Doom have shown, the abil- 
ity to recreate oneself will remain popular 
(and viable) as long as the creative bound- 
aries are not limited. Doom 64 is an exam- 
ple of that theory, and the series will remain 
successtul as long as it holds true. 


SHELF LIFE 


Looking back on all the previous versions 
(and all the different platforms) of Doom, 
we realized that we didn’t boot up (par- 
don the computer term) one of them after 
we had finished the game. At first glance, 
that would tend to suggest a very short shelf 
life, but upon closer inspection, that may 
not be the case. With over thirty levels (some 
of which are “skills” levels), Doom 64 can 
take the average gamer two to three weeks 
to finish. There’s certainly nothing wrong 
with a game that requires that much of your 
free time and, after you spend three weeks 
with a game like Doom, you may want 
to take some time off in order to regroup, 
you know, get your thoughts straight. Can’t 
be walking around in public with those 
Doom eyes, you know. 


CONCLUSION 

Midway has brought to the Nintendo 64 
the finest Doom yet. Doom fans will not be 
disappointed, and will certainly be chal- 
lenged. There are enough secret levels, 
rooms, and a cool extra weapon, to satis- 
fy even the most jaded gamer. As for those 
of you living under a rock for the last five 
years, take a shower and then go grab a 


copy of Doom 64, you'll be glad you did 
both. 
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RARE 


Rare was formed by a group of 
programmers and designers from 
Tradewest (the developers of 
Battletoads and the Double 
Dragon series, among many other 
titles). From their humble begin- 
nings, they have grown to become 
one of the world's leading soft- 
ware development houses. They 
are one of Nintendo's most impor- 
tant game development teams, 
ranking just below super-design- 
er Shigeru Miyamoto. One of their 
most impressive accomplishments 
was the Donkey Kong Country 
trilogy on the Super NES, which 
pushed the graphics on the 16-bit 
system to the absolute limit while 
combining the pretty pixels with 
familiar-but-fun side-scrolling 
gameplay. They also designed the 
Killer Instinct fighting game and 
its N64-enhanced conversion. 
Unfortunately, many of Rare's 
development team recently left 
the company, of which 25% is 
owned by Nintendo, to work for 
Eighth Wonder, a company fund- 
ed by (gulp) Sony. Among their 
comments were that they viewed 
Sony "as the market leader" and 
“want to develop a series of mar- 
ket-leading products." Them's 
fighting words! Rare's next game 
is the first person shooter, "Golden 
Eye". This game, based on the 
James Bond movie, looks to be 
the next "must-buy" for Nintendo 
64 owners. They are also work- 
ing on a version of Donkey Kong 
for the 64-bit machine and a num- 
ber of other N64 titles are said to 
be in the works. 
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Blast Corps is unlike any other game 
for the Nintendo 64: it combines the 
joy of driving exotic vehicles with the 
thrill of destruction, exploration and 
discovery. You've never played any- 
thing quite like it on a video game 
system before. The screen shots might 
make it look like it's just about blow- 
ing stuff up, but there's much more 
depth to it than that, which is good; 
if the game was JUST about watch- 
ing buildings collapse as you smash 
them, it would pretty quickly lose its 
appeal. The way Blast Corps com- 
bines action and strategy is flawless 
and addicting. 


GAMEPLAY 


Blast Corps has dozens of levels divid- 
ed into three categories. In the demo- 
lition stages, which are the focus of 
the game (and the most challenging), 
a truck with a nuclear missile is rolling out 
of control, and you have to wipe out the 
buildings in the truck's way before it col- 
lides with a solid structure and causes a 
very big boom. In the training stages, you 
get to learn the controls of one of Blast 
Corps' numerous vehicles. And, in the 
bonus stages, you're executing a miscel- 
laneous task (such as racing laps, for exam- 
ple). 

The demolition stages are easy at first. You 
just aim your vehicle at the buildings in the 
truck's way and run them down; the tar- 
get structures are indicated by a big 
arrow in the lower-left corner. But, 
as you open up new levels, destroy- 
ing the buildings becomes trickier. 
There's one stage where you have 
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to use a bulldozer (Ramdozer, 
actually) to push an explosive 
crate of TNT onto a crane, then 
climb into the crane and drop the 
TNT onto a barricaded bridge. 
And, when you've managed to 
get the truck through safely, you 
can go back into the level to fin- 
ish the stage's secondary tasks: 
destroying ALL the buildings, lib- 
erating "survivors" (little peo- 
ple) inside the buildings, triggering 
little ground lights, called RDUs, 
by driving over them, and find- 
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vehicles and hidden scientists. 
(There are six scientists stashed 
away in various demolition stages 
which must be found to finish the 
game.) 

Blast Corps has over a dozen exot- 
ic vehicles, four of them discov- 
ered during the game. (Each stage 
only lets you use certain vehicles, 
though.) There's the Ramdozer, 
just a fancy-named bulldozer; the 
Backlash, a dump truck which you 
have to throw into a skid-turn so 
its back end hits the intended tar- 
get; the Skyfall, a dune buggy with 
a nitro-boost engine; Thunderfist, 
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a one-armed robot which somersaults and 
uppercuts like a character out of Street 
Fighter Il; the Cyclone Suit, which gym- 
nastically tumbles into buildings; and the 
J-Bomb, which soars into the air via jet- 
pack and stomps the structures below. 
They're all very fun to tool around in and 
master their destructive power. 


GRAPHICS 

Everything in Blast Corps looks good, and 
with little of that N64 "fuzziness." The 
vehicles look super-cool, the terrain looks 
realistic, and the buildings look ripe for 
destruction. (Alas, the buildings blow 
up and quickly disappear, which isn't quite 
as spectacular as it could be — we'd love 
to see a building slowly fall over instead 
of going "poof.") we particularly like the 
level-selection screen, which shows the 
ditferent levels spread out across a spin- 
ning globe. Not only does it look cool, but 
it's a great way to link levels to each other. 


A game with as much destruction as Blast 
Corps needs meaty explosion effects to 
emphasize all those explosions, and the 
effects are indeed meaty. The other sound 
effects ain't bad either; screeching tires, 
piercing alarms, reassuring sound bites 
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from your fellow Blast Corps team 
members. The music is consistently 
excellent; one of our faves is a 
twangy little country number 
which makes you think you're in 
an episode of the Dukes of 
Hazzard. And best of all, there's 
not a single techno tune, one of 
the most overused musical styles 
in video games today. 


Blast Corps' story is silly, but it 
does the job of setting up the 
action to follow, and it doesn't 
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sana is SO unique. a ee been 
hundreds of games focused on destroying 
buildings, but Blast Corps mixes in plenty 
of other gameplay elements. You get to com- 
pletely explore each level to find RDUs, you 
get to solve "puzzles" to reveal new vehi- 
cles, and you get to use them in the racings 
levels from then on. 


SHELF LIFE 
Blast Corps has plenty of longevity: not only 


are there dozens of levels, but dozens of 
cool secrets to be discovered, and additional 
challenges after you've "beaten" the game 
the first time. (Spoiler alert: the rest of this 
section describes Blast Corps' multiple end- 
ings. Skip ahead if you want to preserve the 
surprise!) Finish the game by finding the six 
hidden scientists and you open up several 
more secret levels. Finish those levels and 
you're told to play through all the levels 
again to earn gold medals. Earn gold medals 
on every level and you're told to play through 
the demolition levels even faster. Earn the 
gold medals again and you're told to play 
through every level yet again to earn PLAT- 
INUM medals. Earn platinum medals in 
every level and the game says "You can stop 
now." Heh, heh. Some people have com- 
plained about the high cost of N64 car- 
tridges, but Blast Corps definitely gives you 
plenty of value for the money. 
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CONCLUSION 


Blast Corps is the most original 
Nintendo 64 game yet, and it's huge 
fun to play. The controls are easy to 
learn, the difficulty increases at just 
the right pace, and the gameplay is 
so addicting that you'll keep playing 
the same levels over and over again 
to narrow down your times and earn 
those elusive gold medals. Can you 
complain about the lack of a two-play- 
er mode? Not really, because the game 
wasn't DESIGNED for two players — 
and, hey, if you're desperate, two play- 
ers can compete for the best times. The 
only bad thing about playing Blast 
Corps is that it makes you wish all 
games were this original and this 
loaded with gameplay. You often hear 
people say; "I just wish that these new 
games would be as fun as the games 
| was playing on (insert appropriate 
old system name here)." With Blast 
Corps, Nintendo and Rare have pro- 
duced a game that should satisfy those 
misty memories, and one that is an 
instant classic. Ranking just below 
Mario 64, and along side Mario Kart 
64, Blast Corps is one of the Nintendo 
64 must-have's. 
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JOOM MEETS BEWITCHED 


| Developer Spotlight - 


RAVEN | 


Here's a history of Raven Software 
as taken directly from their site on 
the World Wide Web: 


"Raven Software was founded in 
1988 by brothers Brian and Steve 
Raffel. With the goal of creating a 3D 
dungeon game, they rounded up Rick 
Johnson, Ben Gokey (programmers) 
and Kevin Schilder (musician), and 
the Black Crypt project was under- 
way. Approximately a year later, a 
demo was sent to ten different com- 
panies. Within three days there were 
six contract offers. Raven eventual- 
ly signed with Electronic Arts. The 
Black Crypt was published in March 
of 1992. Along with a nomination for 
Game of the Year in the Arcade 


Adventure category, it won the Super 


Accolade Award from Amiga Action 
magazine. 

“Raven then went on to create 
Shadowcaster, published by Origin 
Systems, Inc. Shadowcaster was also 
nominated for Game of the Year in 
its category. At that point, the com- 
pany grew from four to ten employ- 
ees. Next came the action-packed, 
sci-fi adventure, CyClones, published 
by Strategic Simulations, Inc. (SSI). 
At around the same time, Raven was 
teaming up with id Software to cre- 
ate the fantasy action game Heretic. 
The company has grown to 20 artists, 
designers and programmers. Hexen, 
the eagerly-anticipated sequel to 
Heretic, was released to great acclaim. 
Most recently Necrodome, Raven's 
Win95 native 3D car combat game 
has exploded on the scene. Stay 
tuned, for with Hexen 2, the third 
installment in the Heretic/Hexen 
adventure, using the vaunted Quake 
engine, comes the most eagerly-antic- 
ipated game thus far in the compa- 
ny's history." 


id Software, the legendary develop- 

ers of DOOM, have a business sense 

as sharp as their design skills. When 

they developed the DOOM game 
“engine,” they didn’t just hog it for 
themselves; they licensed it out fo other 
developers to make their own games 

with id’s technology. One of those 
developers was Raven Software, 

which took the futuristic DOOM and 
transformed it into a Tolkien-esque 
fantasy setting, complete with magic 

spells, two-headed monsters, and 
medieval weapons. The result of their 
labors, Heretic, was met with critical 
shoulder-shrugging because it felt too 
much like DOOM with a graphic 
makeover. It just didn’t have a unique 

look or feel. Then, with Hexen (subti- 

tled “The Sequel to Heretic”), Raven 
finally made a game with an individ- 

ual identity. Hexen has now been con- 
verted to the Nintendo 64 — and, ironically, 
so has DOOM, the game whose engine it 
was structured on. But while DOOM 64 is 
a top-to-bottom rewrite, with all-new levels 
and graphic effects, Hexen 64 is a disap- 
pointing conversion with one selling point: 
the first four-player “deathmatch” on the 


N64. 


GAMEPLAY 


If you've played a first-person shooter, you 
already know how to play Hexen; we were 
comfortably navigating the game world in 
about five minutes, unlike the con- 
fusing (but ultimately rewarding) two- 
hour learning curve of Turok: Dinosaur 
Hunter. The Control Stick moves and 
turns your character. The C-Up but- 


quont2 Flask 


Geis 

; id at eed | | 
A ( rT 
“ | 

fi A. : t 


Ae es est LAA Sa NU NB AES Fd AS NESE Ts SE PER OSE INI Uy 


ton calls up an automap of the level. 
The C-Left and R-Right buttons 
switch through whatever weapons 
you've accumulated during the 
game. The C-Down button uses 
whatever item you’ve selected. 
Holding the Z button makes your 
character “strate,” walking direct- 
ly left or right while facing in the 
same direction. And holding Z 
while pressing C-Left and C-Right 
lets you look at the items you’ve 
picked up. Running straight ahead 
can be a bit tough with the Control 


Stick, since you tend to veer slight- 
ly to the left or right, and there are 
more than a few spots in the game 
where you need to jump (although 
not remotely as many as the jump- 
crazy Turok). 

In a neat twist on the gameplay, 
Hexen lets you play as one of three 
different characters, each with dif- 
ferent ratings. The fighter has bril- 
liant speed, armor, and strength, 
but no magic skills. The cleric is 
a well-balanced character with 
above-average ratings in all cat- 
egories. The mage has incredi- 
ble magical strength, but average 
speed, horrible armor, and puny 


strength. The fighter is the easiest char- 
acter with which to play the game, sim- 
ply because he’s the strongest. After a 
character is chosen, you choose one of 
five difficulty levels; at higher levels, you 
take more damage and face more mon- 
sters. 

Hexen’s emphasis is on puzzle-solving 
and combat. There are very few secret 
areas, in the sense of areas that don’t 
need to be found; just about every loca- 
tion needs to be completely explored to 
find the dozens of cleverly concealed 
hidden switches. (At least three-quar- 
ters of Hexen’s puzzles are about find- 
ing and pulling switches.) Since there 
are two-dimensional sprites instead of 
three-dimensional polygons, Hexen can 
throw a ton of them your way at once, 
which means plenty of combat. The mon- 
sters are generally quite brain-dead, 
which means a simple strike-and-dodge 
tactic works wonders, unless you’ re 
hopelessly surrounded. 

Hexen’s most interesting feature is the 
multiplayer deathmatch mode, which 
lets two, three or four players go against 
each other simultaneously in any of the 
game's levels. Just like Mario Kart 64, 
this means the screen is divided into 
parts, so that each player gets to look 
at half or one-quarter of the screen. This 
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severely reduces the visibility, which, 
in turn, reduces the fun factor. It’s like 
playing with four linked Game Gears 
instead of a Nintendo 64. 


Hexen’s graphics are a little too dark, 
but that seems to be an intentional 
choice: one of the game’s power-ups 
is a torch that brightens up the sur- 
roundings for a short while. There are 
also bizarre selections at the option 
menu which let you toggle the detail 
between high or low, and toggle the 
“filter” between “smooth” and “zoom.” 
Low detail gives the graphics a dev- 
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astating case of N64 “fuzziness,” while the zoom 
filter gives all the objects and monsters a low-res- 
olution chunkiness. It’s standard procedure for PC 
games to have these kinds of options, so that 
gamers with slower PCs can still play at a quick 
clip, but it seems ridiculous to have it on the 
Nintendo 64, where graphic splendor is expect- 
ed. N64 owners absolutely do not want to reduce 
the graphic detail of a game to play it at a decent 
rate of speed. Isn’t that defeating the purpose of 
having a Nintendo 64 in the first place? Strangely, 
though, the game plays at a fine pace the major- 
ity of the time, though there are times where the 
slowdown is noticeable (and, once in a great while, 
excrutiatingly bad). The four-player mode does- 
n't even give you a choice about toggling the detail; 
it’s automatically turned to low. Hmmm. The last 
complaint is a lack of variety in the monsters; Hexen 
only has a few monsters which are constantly 
re-used throughout the game. 


SOUND 

Hexen’s musical selections are all very medieval 
in nature, which sets the mood, but which also 
inevitably gets very repetitive. And the sound effects 
get noticeably repetitive; because the same hand- 
ful of monsters keep appearing, they also keep 
making the same attack noises. You get a speech 
sample from the evil Korax at the beginning of 
each of the game's “episodes,” which sounds like 
it’s a nerd speaking through a voicebox to make 


his voice abnormally low. 
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Is Hexen’s concept original? Not particularly. Raven 
Software has been producing stereotypical fanta- 
sy adventure games for a decade; the game uses 
another game's engine; and first-person shooters 
are an incredibly common genre, even on the 
Nintendo 64. Nothing here screams or even whis- 


pers originality. 
SHELF LIFE 


Hexen is packed with a few dozen levels, each one 
of them plenty large. It'll definitely take the average 
player at least three days to play from start to fin- 
ish, even if you know where to go and what to 
do. And the higher difficulty levels really do make 
a huge difference; anyone getting through Hexen 
on the highest level, where monsters pour at you in 
an endless stream of terror, should receive a 
Congressional Medal of Honor. (Or perhaps not, 
since that would result in many very upset veterans.) 


Hexen is a humdrum conversion of an average 
PC game. The graphics aren’t N64-worthy, the 
sound effects and music are so-so, and the levels 
are ultimately tedious — even the multiplayer modes. 
If you want a first-person shooter for the N64, get 


the visually stunning Turok or DOOM 64. 


= 
2 
Fs 
; Fd 
_ = 
y 
=. SS 
" E 
3 
ES 
a 
= 
3 
= 
we 
ry 4 
ba 
‘oi 
3 
3 
iin 4 
~ ae 
qo 
A 
whe 
& 
it 
ne 
# 


oie 
a 


ana 


J dees 


[a THE 64° SCORE > Ses ae 


Judgement = Page 35 


NINTENDO 
COMPANY LTD. 


Mario Kart 64 is the latest in a long 
line of hit titles from Japan's NCL 
(Nintendo Company Limited), span- 
ning the last 15 years in the video 
game industry. In 1981-2, it all began 
with the release of Donkey Kong, in 
the arcades and on Coleco's 
Colecovision game system. This 
game introduced the work of Shigeru 
Miyamoto to the gaming world. He, 
and the various designers that have 
worked on his projects over the years, 
have, primarily, been responsible for 
NCL's laundry list of best-selling 
games — and some might say that 


they have been the lifeblood of 


Nintendo, as a hardware manufac- 
turer. Without their products, there 
would have been little reason to have 
purchased a Nintendo Entertainment 
System (NES/8-bit), Super Nintendo 
Entertainment System (SNES/16-bit) 
or, now, the Nintendo 64. Subsequent 
to the release of Donkey Kong, 
gamers have had the pleasure of play- 
ing a number of titles produced by 
NCL, including: Donkey Kong, Jr., 
the Super Mario series on 8, 16 and 
64-bit, Pilot Wings and Pilot Wings 
64, F-Zero, The Legend of Zelda 
series, Wave Race 64, the original 
Mario Kart, the Donkey Kong 
Country series on 16-bit, Yoshi's 
Island, Star Fox on 16-bit (see Future 
Play 64 for information on the 
upcoming N64 release) and many 
more. Nintendo's stated corporate 
policy of fewer titles with higher qual- 
ity is the direct result of the success 
of NCL as a development group. 
Their software has been, and will con- 
tinue to be, the benchmark by which 
all other games, for play on Nintendo 


machines, will be judged and, for 


many, the reason they purchase 
Nintendo gaming systems. 
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If you look at the recent (read: 16-bit) 
history of Nintendo, it becomes pret- 
ty clear that Nintendo has succeed- 
ed (and continues to do so) because 
they have given their customers a 
series of memorable games and char- 
acters that are without peer in the 
video game industry. Consumers buy 
Nintendo hardware, primarily, to 
experience the latest adventures of 
Mario, Donkey, Diddy, Cranky, Zelda, 
Bowser, the Star Fox gang and all the 
rest. Being the ever-watchful market- 
ing types that they are, the opportu- 


nity to launch the Nintendo 64 with 
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a new Mario game, a 64-bit Mario | 


adventure, within the first six months 
of the platform's existence, proves, if 
nothing else, that the good folks at | 


Nintendo know how to drive produc- = 


tivity in the American workplace right 
through the floorboards. With this in mind, 
prepare fo give up another weekend as you 
(and up to three of your friends) race for the 
checkered floor stripe in Mario Kart 64. 


As far as driving games go, it just doesn't 
get much better than this. There are a total 
of 16 different tracks in the Mario GP mode 
— each featuring different types of terrain 
and obstacles, ranging from penguins and 
trains to moles and 18-wheelers. These cours- 
es are featured in groups of four in the 
Mushroom Cup, Flower Cup, Star 
Cup and Special Cup. In addition 
to the base 16, the game's Battle 
Mode, where 2-4 players try to pop 
their opponents three balloons before 
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being popped themselves, offers four more 


courses. If you simply want to post the best 
time on any of the GP courses, you can 
access Time Trial mode, where you have the 
opportunity (assuming you have a Controller 
Pak) fo save your best time, and then have 
a ghost of yourself on the track the next time 
you fry fo beat your previous mark. 

Mario Kart 64 also features 8 different Mario 
World/Nintendo characters, including 
Bowser, Luigi, Wario, Princess Toadstool, 
Donkey Kong, Yoshi, Toad and Mario him- 
self. Players can race in three different class- 


es — 50, 100 and 150cc — each offering 


a faster and more challenging version of the GP 
season. If you finish a GP Cup with the most dri- 
ver's points (actually, you win even if you finish 
in a tie for first), you are awarded the Gold Cup 
(Silver for 2nd, Bronze for 3rd). Finish 1st in all 
four cups, at the 150cc level, and you are award- 
ed a special bonus (you get to race the courses 
backwards). 

The essence of the gameplay is that, in addition to 
successfully mastering the feel and timing of accel- 
eration and braking, you must make timely use 
of the weapons you accumulate by running into 
the multi-colored boxes littered over the circuits. As 
you play the game, you will find that the way the 
programmers have decided to keep the game chal- 
lenging is by giving you the weaker power-ups 
when you are leading the pack and the more pow- 
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erful ones when you are lagging behind. 
Computer cheat? Probably, but it is one that 
works well and keeps you on the edge of 
your seat — once you have hit the 150cc 
level. The N64 analog stick works beauti- 
fully in the game, with a very distinct feel 
and touch to handling corners and allow- 
ing the player maximum control when 
attempting to power slide into the turn. 

Of course, the multi-player game (up to four 
players, each with their own quadrant of 
the screen) is what ultimately gives the game 
our Editor's Choice award status — party 
gaming at its finest. It's also classic Nintendo 
gaming: easy to get into, addictive enough 
to make you want to learn how to master 
the game, and difficult to achieve the high- 
est level of success. 


Mario Kart 64 presents the same colorful, 
cartoon-style graphics found in Mario 64. 
In fact, many of the objects and charac- 
ters in the game are borrowed from the 
N64's flagship title. The backgrounds are 
beautifully drawn, with smooth textures and 
a wide variety of surfaces, colors and large, 
detailed structures. In the character graph- 
ics, Nintendo opted to use sprites, as opposed 
to the polygonal characters found in Mario 
64. Given that this is a driving game with 
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a certain level of restriction on where you 
can and can't go, the sprites work well — 
although they get a little rough around the 
edges. The backgrounds fly by at a good 
clip, particularly in 150cc mode, and there 
is no slowdown in 4-player mode. As with 
all N64 titles, to this point in time, there is 
a certain amount of repetition in the various 
surface textures found in the game, but only 
the most discriminating eye would pick them 
up. As with Mario 64, Miyamoto and his 
team have produced a particularly attrac- 
tive gameplay environment that sits along 
side Mario as one of the two best exam- 


ples of N64 technology to date. 
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Although sound and music are not as critical to a dri- 
ving game as speed and graphic detail, Mario Kart's 
sound guys have managed to keep pace with the pro- 
grammers and graphic artists and, more impor- 
tantly, have not gotten in the way of the fun. The North 
American version of the game features more voice 
than its Japanese counterpart, with the aural high- 
light of the game being the cues that the charac- 
ter's voices give you during gameplay. If you leave 
a little "present" for your competitors, and they run 
into it, you will hear both their cry of agony and your 
character's individual "Yippy" response. In addition, 
engines rev louder when approaching from behind 
— allowing for the appropriate use of the ol' banana 
peel or reversal weapon of your choosing, and the 
other racers will usually taunt you as they go by 
(Princess Toadstool, with her exclamation of the word 
"peaches" is a favorite among the editorial staff). The 
music is themed to specific areas, with most of it in 
a style that, for the sake of this feature, we'll call 
"Nintendo-shiny-happy-people holding-hands" kind 
of instrumentals. Although the soundtrack is not the 
most inspired piece of work ever in a video game, 
it is just fine for the task at hand. 


While we can't really say that Mario Kart 64 scores 
big points for originality (it is, after all, a driving game 
— and a sequel at that), there is a lot to be said for 
the successful execution of a proven concept. Mario 
Kart 64 offers the player much more to do than just 


try to finish with a faster time than your opponents. The 
inclusion of the inhabitants of Mario's world helps to sep- 
arate Mario Kart 64 from other racing games, as does 
its unique combat format and wealth of power-ups. 
The topper, of course, is the inspired lunacy of the 4-play- 
er mode and the wonderful world of balloon popping in 
the Battle Mode. Original concept? No. Inspired design, 
playing off of a tried-and-true formula? Oh, yeah! 


The long-term play value in Mario Kart 64 is exceptional. 
In addition to the nip-and-tuck nature of the one player 
game (no matter how good you get, you will never real- 
ly master it), the three and four-player games ensure that 
the game will be pulled off of your shelf again and again. 
Couple the Mario GP game(s) with the multi-player, Battle 
Mode, Vs. and Time Trial/Ghosting options, and you 
have a product that is an essential addition to your N64 
library. 


CONCLUSION: 


Mario Kart 64, building on its legendary 16-bit status, 
is one of the two best games available for the Nintendo 
64. The fact that it is available this early in the system's 
life cycle (given that it didn't hit the SNES until about two 
years alter the system was released) makes the whole 
experience even more mind blowing. Over 1/2 million 
people have already purchased this game. If you can't 
count yourself among the lucky throng, or have only 
recently acquired your N64, hit the bricks and motate to 
your retailer du jour — you will be glad you did. 
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__ LET LOOSE THE DOGS... ER, GODS OF WAR! _ 


FROCOM 


Eurocom Developments Ltd. 
of Derbyshire, England, was 
formed in 1988, and has devel- 
oped over 30 titles on consoles 
and PC platforms. The com- 
pany currently has a creative 
team of over 40 developers. 
Eurocom are no strangers to 
the often-difficult task of con- 
verting an arcade fighting game 
to the home. Among their cred- 
its are a Sega Saturn conver- 
sion of Ultimate Mortal 
Kombat 3 and Super Street 
Fighter If Turbo for the PC; 
they also produced Disney's 
The Jungle Book for the Sega 
Genesis. One of their most 
exciting upcoming projects is 
MGM Interactive's H.O.S.T., 
an arcade-style top-down 
shooter which owes a debt of 
inspiration to the obscure-but- 
classic 8-bit computer game 
Paradroid. 
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It’s just a wee bit ironic that, up until 
now, the fighting games available 


5 


, PRESS START 


for Nintendo’s mondo powerful 3D Pha en 4 
gaming system were Killer Instinct 
Gold and Mortal Kombat Trilogy, 
souped-up conversions of old-school 
2D fighting games. Now, at last, we 
have the Nintendo 64’s first three- 
dimensional beat-‘em-up: War 
Gods, a conversion of Midway's not- 
very-well-received arcade coin-op 
from 1996. (It was the N64’s only 
3D fighting game for about three : 
minutes; Vic Tokai’s Dark Rift is ship-  ‘<emmmmmmmnmmnnnnnnnnnnnnnnnenmenmemmnnmrnt 
ping at roughly the same time.) 


War Gods features ten mortals/ |j 
robots/creatures from various eras of | 
history, given supernatural powers by 1 
fragments of a mysterious ge. —_———— 
"Ore," and battling each other to get 

more of it. Here’s a rundown of the cast: 
Ahau Kin, a Mayan man who loves to chow 
down on human hearts (I’m assuming that's 
an acquired taste); Anubis, an Egyptian 
magician; Cy-5, a cyborg who’s been 
stripped of the skin on about half of his 
body (blech); Kabuki Jo, sporting face paint 
and a lovely red wig; Maximus, a Roman 
gladiator with big muscles and a small 
vocabulary ("I kill you and | take your pow- 
ah!" he shouts in an Austrian accent after 
crushing his opponent's skull); Pagan, a 
scantily-clad devil worshipper (how come 
devil worshippers can never afford 
clothes?); Tak, a big large huge rock- . ee er mays 

man; Vallah, a horny Nordic lass STAR: 
(her HELMET is horny, you perv); 
Voodoo, who gonna cas’ de bad 


WADGBER 


juju on you, mon (that would be 
a feeble attempt at a Jamaican 
accent); and Warhead, a nuclear- 
powered fighter. This motley crew 
fight to the finish in ten small are- 
nas with none of those sissy ring- 
outs. 

The controls are straightforward, 
with six button-configurable com- 
mands: Low Kick, Low Punch, High 
Kick, High Punch, Block and the 
magical 3D button, which lets you 
execute 3D moves or shuffle lat- 


erally to the left and right. Indeed, 


WARHEAD 
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The first is combo breakers, an idea lift- 
ed from Killer Instinct, in which a player 
who's being rocked by a 10-hit combo can 
interrupt it. The second is "getting-up 
attacks," in which a player who's getting 
up after being knocked down can execute 
a move to keep the enemy at a respectful 
distance. 
With five difficulty levels and up to five con- 
tinues, War Gods provides good challenge 
MAXIMUS PRESS START . 
— 96 = O&F in the one-player mode — until you get to 
a: wins 3 ay : the final two bosses, which are as cheap 
fr. : as the bosses in Midway’s Mortal Kombat 
series. Midway's own Website, in describ- 
ing the mighty Exor, says "Don't worry, it 
won't take that long for him to kill you... 
It’s useless to fight him... Find the secret — 
spot." Now, we all know that computer- ou eee 
controlled players HAVE to be a little cheap ae | 
to compete with us crafty humans, but the 
cheesiness here is simply out of control. On 
the downside, there’s just not enough of 
the indefinable "fun factor" to be had; the 
characters don’t have enough charisma, 
and some of the moves look silly instead 


of cool. 
GRAPHICS 
eS eee | War Gods’ motion-captured characters 
orisha betesmeset Woe ee are rendered with "Digital Skin" and 
players who know how to effective- be as ee wae —— 
ly use it can dodge and counter-strike ee ee ge 
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their foolish enemies into oblivion. 
The special moves and combos are 
of the Mortal Kombat variety, with 
lots of double-taps ("Toward, Toward, 
B," et cetera), and the fatalities (which 
can be turned on or off at the option 
screen, but why bother?) are ridicu- 
lously long button-press combina- 
tions; "Up, Up, Toward, High Kick, 
Block, Low Punch" is one of the sim- 
plest. Surprisingly, the developers 
have made two major additions to 
the gameplay (jn addition to fixing 
the arcade game's numerous bugs). 
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sional figures with the graphics 
"mapped" onto them. But those dig- 
ital skins shift around in slightly 
strange ways during a match, tak- 
ing away from the realism of the 
motion-captured movements. The 
dark and moody arenas have 3D 
foregrounds and 2D backdrops 
behind them, and the combination 
works pretty well, but the fore- 
grounds seem sparse — perhaps 
intentionally, to keep the game 
speed up? It’s also a bit of a gyp 
that the PlayStation version of War 
Gods has an extra background, 


while N64 owners get bupkus. 


YO poet 


The sound and music is consistently 
good throughout War Gods. The music 
for each background sets a mood, the 
sound effects are adequate (but, as with 
the gameplay, never really make you 
feel like you're hitting somebody), and 
the sound bites spewed forth by the 
characters after winning a match are 
guffaw-worthy. 


CONCEPT 


War Gods has an excellent backsto- 
ry to explain the origin of the Orb and 
how the characters acquired their 
chunks of it; it ties everything togeth- 
er much more coherently than most 
fighting games, which have just enough 
of a "plot" to get people beating the 
crap out of each other. But the concept 
of the GAME certainly isn’t original; 
3D fighters have been going for five 
years now, and Midway was one of 
the last major companies to release 
one. Plus, War Gods doesn’t add any- 
thing original to the genre other than 
the 3D button which, even then, just 
simulates the lateral 3D movement 
allowed in other 3D fighters. (Whoa, 
think we can squeeze in the word "3D" 
one more time into that last sentence?) 
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SHELF LIFE 

Well, if we assume that the two 
bosses are playable — and of 
course they are, it’s just a matter of 
when someone figures out the codes 
or Midway releases them — we 
have a total of 12 characters. But 
it doesn’t matter how many char- 
acters you have if the gameplay 
isn’t good enough. Most players 
will quickly grow tired of the fatal- 
ities — when you see them once, 
the thrill is gone — and realize 
there’s not enough variety to the 
combat. 


CONCLUSION 

War Gods is a great conversion — 
arguably better than the coin-op on 
which it’s based — but it’s a great 
conversion of an average game. 
While the development team has 
made an effort at improving the 
arcade game and delivering a bet- 
ter N64 experience, it is still not the 
N64's first great fighting game. It's 
not bad, and it certainly is the best 
fighting game for the system to date, 
but there is room for much improve- 
ment. Our search shall continue for 


the N64 equivalent of Tekken 2. 
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EA SPORTS 


Electronic Arts as a company has 
been around since 1982, and in those 
15 years has become, arguably, the 
largest and most influential software 
producer in the industry. While the 
EA Sports division didn't exist until 
the early '90s, Electronic Arts has 
been producing sports games almost 
since the beginning; perhaps its best- 
known early title was One-On-One, 
which simulated a dream basketball 
matchup between the NBA's best 
players at the time, Julius Erving and 
Larry Bird. (EA later did a sequel 
with Bird and Michael Jordan.) EA 
Sports franchises include John 
Madden Football, NHL Hockey, 
PGA Tour Golf, NBA Live, and 
FIFA. Unusually, Electronic Arts was 
very ambivalent about producing 
games for the N64; it took a joint 
agreement with Nintendo themselves 
to bring EA into the fold, and FIFA 
64 is the first product of that agree- 
ment. 

With EA Sports’ full commitment to 
the N64 should come a number of 
sports titles by the end of the year. 
You can expect to see Madden by the 
holidays, as well as the latest in the 
NBA Live series and, possibly, the 
Nintendo 64 version of NHL Hockey. 
Nintendo is fully aware of the mar- 
ket share they lost to Sega, on 16-bit, 
because of EA's presence on the 
Genesis. If nothing else is to be 
gleaned from the announcement that 
they were, indeed, jumping into N64 
development with both feet, it is that 
Nintendo recognizes their previous 
market weaknesses, and that they are 
aggressively pursuing the next-gen- 
eration consumer. 
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Because it's the most popular sport 
of the people of planet Earth — with 
the notable exception of us crazy 
Americans, who prefer the joys of 
American football, basketball, and 
baseball — soccer is one of the most 
popular sports on video game sys- 
tems. FIFA 64 is the first soccer game 
for the Nintendo 64 — although a 
Konami-produced soccer game has 
been released in Japan and should 
come out here soon — and it's an 
okay debut, although there's defi- 
nitely plenty of room for improve- 
ment in FIFA '98. (Or FIFA 65, 


depending on how they decide to | 
number the series.) 


Electronic Arts has been cranking out 


the FIFA series for several years now, —_—— | 


starting on the Genesis and Super 

NES and working up to the Saturn and 
PlayStation. FIFA 64 seems to use a tweaked 
version of the game engine from the lat- 
est installment, FIFA 97 (as in the year, 
not the number of bits — it's all so con- 
fusing). There are six options at the main 
menu. Friendly is a one-game exhibition. 
League lets you guide one or more teams 
through one of four international leagues. 
Tournament is a 24-team World Cup copy. 
Playoff is a 16-team version of the 
Tournament. Restore lets you load a League 
or Tournament in progress. And last but not 
least, Options lets you adjust the 
gameplay to your whim: half length, 
pitch condition, fouls on or off, et 
cetera. Unfortunately, FIFA 64 is miss- 
ing two of the keenest features of 
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FIFA 97: the five-on-five indoor- 
soccer mode, and the ability to 
create your own feams. 

The game gives you plenty of con- 
trol over player actions: you can 
run, pass, shoot (or clear) the ball, 
lob, do a rainbow kick, sprint drib- 
ble, hit headers, volleys and bicy- 
cle kicks, hit one-timers and apply 
aftertouch, among other nifty soc- 
cer maneuvers. There are three 
gameplay modes: Simulation, with 
players that fatigue and limited 
substitutions; Action, with faster 
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gameplay and boo 

skills; and Arcade, with the fastest 
gameplay, exaggerated ball 
movement and teams that are 
equally skilled across the board. 
There are two control modes: one 
simple, and the other allowing for 
complex moves. The difficulty level 
is set a bit too high; even at the 
Semi-Pro Setting, computer play- 
ers can avoid tackles and win 
practically all of the headers. 
Human players have to compete 
by sprinting past the computer 
guys and hoping for fast-break 
opportunities. 

Alas, this version of FIFA has a 
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few flaws common to all the FIFA 
games, along with a new N6é4-only 
flaw. First, the general flaws. It's never 
clear which players on the field are 
fatigued, or which formation the other 
team is using; you should be able to 
call this info up to adjust your strategy 
accordingly. We don't like the way the 
computer so easily dominates the head- 


ers — which means it ALWAYS heads 
your goal kicks back toward your goal 


— and can so easily maneuver past 
your defensive efforts. We don't like 
the close proximity of the C buttons on 
the N64 controller, often executing a 
hard tackle (and therefore earning a 
red card) when we were just trying to 
sprint. Very frustrating. We don't like 
the slow response time with the N64 
controller. This seems to be the result of 
extended animation time with the poly- 
gon character graphics. It is not unusu- 
al fo hit the button to slide tackle or pass 
the ball, and not see the accompany- 
ing animation until a 1/2 second later. 
It doesn't sound like that much time but, 
in an action game like this, it is an eter- 
nity — with the end result being that 
you don't really feel like you have con- 
trol over the player's movements. 

On the surface, FIFA seems to play a 
great game of soccer, but the more you 
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play it, the more these small 
annoyances start to add up, to 
the point when you realize that 
all the annoyances equal a flawed 
game design. It's not flawed to 
the point of unplayable, but it def- 
initely isn't as fun as it should be. 


GRAPHICS 

FIFA 64 has a serious case of the 
fuzzies. The field (or "pitch," as 
proper soccer fans would say) 
is so blurry that we thought our 
eyesight was finally starting to go 
after two decades of video gam- 
ing, or our TV monitors were final- 


ly starting to go after being turned on 24 hours 
a day for several years. Turns out it was nei- 
ther. EA claims the fuzziness is an unfortunate 
side effect of the N64 hardware — which is true, 
as we've seen it in just about every N64 game 
— but we just don't remember noticing it as much 
as we did in FIFA 64. The game also suffers from 
noticeable slowdown — when only one or two 
players are on the screen, they move like light- 
ning blazes, but when you're using a wide cam- 
era view, the ball and players move with a bit of 
"lag." FIFA 64 has an array of camera angles, 
including one "exclusive" to FIFA 64, but only the 
long-range ones are useful; the close-up views 
look better, but make it impossible to see where 
the other players are. There's a "picture-in-pic- 
ture" feature so you can have a second viewpoint 
in the upper-right corner, but the PIP slows the 
action to a crawl, unless you're using the "Radar" 
PIP for an overview of the field. 


SOUND 

The CD versions of FIFA have always been hailed 
for their awesome sound and music, and FIFA 
64 upholds that high standard. It's hard to believe 
these uncannily realistic crowd sounds are com- 
ing from a cartridge. There's also a surprising 
amount of digitized commentary by famous British 
soccer sportscasters, although most of what they 
say is irrelevant (simple passes are rewarded with 
lavish praise) or simply incorrect. One nice touch 
is being able to trigger sound effects with the C 
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buttons (including the ever-popular "GOOOOO- 
OOOOOAL!!!") after you score. 


CONCEPT 


It's soccer. Not exactly the height of originality. 
And the FIFA series has been chugging along 
for years now, slowly changing over the years; the 
major difference between FIFA 64 (FIFA 97) and 
its predecessors are the motion-captured polygon 
players, which used to be bit-mapped. 


SHELF LIFE 

FIFA 64 is loaded with 97 local league teams and 
64 international teams, which gives it plenty of 
longevity for soccer buffs, and plenty of choices 
for the rest of us. And there's certainly more than 
enough challenge for one player — a frustrating 
amount, in fact. 


CONCLUSION 

FIFA 64 is a decent game, but the blurred graph- 
ics and flawed gameplay don't add up to the must- 
play experience it should have been. If you're 
playing against humans, the game gets noticeably 
better, since you're both dealing with the same 
gameplay quirks; playing against the N64 is an 
exercise in frustration. If you enjoy soccer, you 
might want to hold off on FIFA 64 until a second 
soccer game hits the market, and make your deci- 
sion then. 
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Earn a score high 
enough to make the high-score screen. Enter 
your initials, push the list down, and scroll to 
the conveyor belt at the bottom. Hold Left 
on the Control Pad and wait about 45 seconds 
for a head to roll down the line (!). 

At the Choose Car screen, 
press and hold C-Up, C-Left, and C-Down to 
turn three of the cars into the All-Terrain 
Vehicle, Police Car, and School Bus. Keep 
holding the buttons as you press a button 
to select your car. 

At the Choose Race 
screen, press and hold one of the combinations 
to access a hidden course. Golden Gate Park: 
L + C-Left + C-Down. Indiana: L + C-Up + C- 
Right. San Francisco: L + C-Right + C-Down. 

Do the Disembodied 
Head trick, then go to the Choose Car screen 
and choose the Police Car or School Bus. 


During the race, press Brake, Brake, and hold 
Gas. 

Do the Disembodied 
Head trick. During the race, do a Nitro Boost 
by pressing Brake, Brake, Brake, Gas, Brake, 


Gas. You can do this once per checkpoint. 


KILLER INSTINCT GOLD 

Turn on the N64 and 
wait for a character's story screen to appear. 
When it does, press Z, B, A, Z, A, L. Go to 
the Options menu to find all the extra level 
options are now active. You can also choose 
special character colors at the character- 
selection screen by pressing Up or Down to 
flip through the new colors. Use the code 
Z,B,A,L, A, Zto unlock the Level 1 through 
Level 5 special options. 

Turn on the N64 and wait 
for a character's story screen to appear. When 
it does, press Z, L, A, Z, A, R. 

Turn on the N64 and 
wait for a character's story screen to appear. 
When it does, press Z, A, R, Z, A, B. You hear 
a laugh, and you can now choose Gargos 
in every mode expect the Training modes. 

In the two-player 
mode, you can choose a stage by holding 
Up or Down while pressing an action button. 
(There are 11 stages; the only combo which 
doesn't select a certain stage is Down + C- 
Right.) To select a particular tune, the other 
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player does the same thing; using an 
Up/Down and action button combination. 

In the two-player mode, both 
players hold Down and press C-Down to fight 
at the secret Rare/Killer Instinct stage. 


MARIO KART 64 


Select the Time Trial mode 
and the Luigi Circuit course. Earn a time of 
1'52"00 or better and you're challenged by 
a "course ghost." You have to earn a time of 
1'48"45 or better to beat him. 

Select the Time Trial mode 
and the Mario Raceway course. Earn a time 
of 1'30"00 or better and you're challenged 
by a "course ghost." You have to earn a time of 1'27"00 or better to beat him. 
Press R at the title screen to see your best Mario Raceway time. 

Win the Gold cup in all four levels of the Mario GP 150cc 


mode and you can go round and round in the opposite direction. 


MORTAL KOMBAT TRILOGY 


Wait for a story screen to appear. When it does, quickly press 
Down, Down, Up, Up, Right, Right, Left, Left on the Control Pad. You hear a 
crunching sound. Now you have unlimited credits in a one-player game. 
Highlight Kano, hold Down, and press START, then choose 
your character. All of the battle plans have been made harder. 

After 50 straight games in two-player mode, you can 
play a hidden game very much like Pong. 

After 100 straight games in two-player mode, you can 
play a hidden game very much like Galaxian. 

After 150 straight games in two-player mode, you can 
play a hidden game very much like Space Invaders. Or, during The Pit stage, 
watch the moon in the background. If a shadow passes in front of it, press the 
Z button. 


Wait for a story screen to appear. When it does, quickly 
press C-Up, C-Right, C-Down, A, B, B, B, A, A (or High Kick, Low Kick, 
Run, Low Punch, High Punch, High Punch, High Punch, Low Punch, Low Punch). 
You hear a scream. Go to the Kombat menu, then hold Up and press START. 
You've activated yet more options. 

Wait for a story screen to appear. When it does, quickly 
press C-Down, B, A (or Run, High Punch, Low Punch if you've reconfigured). 
You hear Shao Kahn say "Outstanding!" Go to the Kombat menu, then 
hold Up and press START. You've activated more options. 

Wait for a story screen to appear. When it does, 
quickly press C-Right, C-Up, A, B, C-Down, C-Up, C-Right. You hear Shao 
Khan say "Khameleon." Aw, yeah. 

Choose any character and one of these three levels: Jade's 
Desert, Khan's Tower, or The Wasteland. Before the fight begins, press and 
hold High Kick, Low Kick, and Away from the opponent. Your character might 
turn into Motaro. 

Choose any character and one of a few levels. Before 
the fight begins, press and hold High Punch, Low Punch, and Down. Your 


character might turn into Shao Kahn. 


STAGE SELECT: Highlight Sonya, hold up, 
and press START, then choose your character. 
You're allowed to "Select Kombat Zone" 
before the fight begins. 

BRUTALITIES: Here are the new finishing 


moves for some of the characters. 


SELECT KOMBAT ZONE 
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"TONIGHT'S MATCHUP" CONTROLLER CODES: Enjer one of these cheats 
at the Tonight's Matchup screen while the announcer is speaking. 

ABA Ball: Hold Right, press Shoot, Turbo, Pass. 

Big Head: Hold Up, press Turbo + Pass. 

Computer Assistance Off: Hold Right, press Pass, Pass. 

Display Shot Percentage: Rotate the Control Pad or Control Stick clockwise. 

Huge Heads: Up, Up, Pass, Turbo. 

No Drift: Down, Down, Steal, Turbo. 

No Tag Arrow: Left, Left, Pass, Turbo. 

Rooftop Court: Hold Left, press Turbo, Turbo. 

"TONIGHT'S MATCHUP" NUMBER CODES: Use the Turbo, Shoot, and 
Pass buttons to change the numbers to one of the following codes. 025: Baby 
Sized Players; 048: No Music; 111: Tournament Mode; 120: Fast Passing; 
273: Stealth Turbo; 284: Max. Speed; 390: No Pushing; 461: Unlimited Turbo; 
552: Hyper Speed; 616: Max. Blocking; 709: Quick Hands; 802: Max. Power; 
937: Goaltending Allowed. 

HIDDEN CHARACTERS: Enter one of the following names and PIN numbers. 
AMRICH 2020: Dan Amrich; DANR 0000: Dan Roan; DIVITA 0201: Sal 
Divita; MUNDAY 5432: Larry Munday; PIPPEN 0000: Scottie Pippen; ROOT 
6000: John Root; SNO 0103: Sheridan 
Oursler; TURMEL 0322: Mark Turmell. 


MARIO TO WARIO: Play the Human 
Cannonball and select the Mount Rushmore 
level. Hit Mario's face and it changes into 
Wario's ugly mug. 


SEE THE ENDING: Rename your character "_Credits" and choose any 


level. The ending sequence starts to roll. 


REVERSE TRACKS: Finish the game at the expert difficulty setting and you can 
race the tracks in the opposite direction. 

RIDE THE DOLPHIN: Select Stunt Mode and Dolphin Park. Perform all of the 
stunts in any order: backwards riding, lef and right barrel rolls off a ramp, 
handstand, somersaulting, standing up, submarine diving, and vertical ramp 
flipping. Go through every ring and finish the course. (You have to do a different 
stunt on each of the four ramps.) You hear the dolphin as you cross the line. 
Now go to the Championship mode and select Warm Up. At the Watercraft 
Select menu, highlight your jetski and hold Down on the Control Stick and 
press a button. For an alternate color, hold Up on the Control Pad along 
with Down on the Control Stick. You now be ridin! a dolphin. 


CONSTANT FIGHTING: At the Options 
screen, hold L and press C-Up twice, C-Down, 
C-Left, C-Right twice, C-Left, C-Right, C-Left. 
The ninth number of the Specials line changes 
to 1. Start a game in Arcade mode and 
there'll be a scrap every 20 to 30 seconds. 
FORFEIT THE GAME: During a game, press 
START to pause and go to the Options screen. 
Hold L and press C-Left nine times; the seventh 
number of the Specials line changes to 1. 
Return and you've forfeited the game, 1-0. 
MODIFY TEAMS: At the Options screen, hold 
L and press C-Down twice, C-Up twice, C- 
Down twice, C-Right twice, C-Down. The 
eighth number of the Specials line changes 
to 1. Return to the main menu and choose 
Records and Team Stats. Press C-Up ten times 
and the Modify Teams menu appears. Have 


fun swapping players! 
MULTIPLAYER PRACTICE: All players other 


than Player 1 should hold the A button while 
Player 1 highlights Practice and presses A. 
All the players holding A are now active. 
PRODUCT PLACEMENT: At the Options 
screen, press the Z button to watch ads scroll 
across the screen. 

SECRET TEAMS: At the Options screen, hold 
L and spress C-Right, C-Left twice, C-Right, 
C-Left twice, C-Right, C-Left twice. The tenth 
number of the Specials line changes to 1. 
Now you can choose four new teams: 99ers, 
Canada, USA, and Williams Entertainment. 
SELECT N64-CONTROLLED TEAM: At the 
Select Your Team screen, highlight the team 
you wanna play and press C-Right three 
times. You hear a click. 

SIZE-O-RAMA: At the Options screen, hold 
the C-Up, C-Left, or C-Down button and press 
R. A line of numbers called Specials appear. 
The first six numbers control the appearance 
of the players. Big Heads: Hold C-Down and 
press R until the first two numbers are 10. 
Huge Heads: Hold C-Down and press R until 
the first two numbers are 01. Tiny Heads: 
Hold C-Down and press R until the first two 
numbers are 11. Big Players: Hold C-Left and 
press R until the fourth number is 1. Fat 
Players: Hold C-Up and press R until the fifth 
number is 1. Thin Players: Hold C-Up and 
press R until the sixth number is 1. Tiny Players: 2 

Hold C-Left and press R until the third number is 1. Some of the codes also 
change the announcer's voice. 
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STRATEGY OF. 


Turok is a massive game, so here's what we've done: highlights (unusual locations, cool secrets, et cetera] 
Of the first four levels, complete walkthroughs for the last four, a big chunk of basic strategies and a 
complete round-up of secrets. 


BASIC STRATEGIES 
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>> The game's most unusual move is the diagonal jump, which gives you more distance than a requiar 
jump. Execute a normal jump, then rotate left or right ALMOST 90 degrees and hold the Up and Left C 
buttons fif you've turned to the right) or Up and Right C buttons [if you've turned to the left). It's a bit 
confusing to explain, but makes sense within the game. Try it (a lot) on the practice level. 
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>> You can use the map as a way to aim your weapons; the yellow triangle 
in the center is exactly where your bullets (and lasers and arrows] go. 
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>> Quickly take the power-ups from defeated enemies before they 
disappeer. If there are both regular and enemy power-ups in the same 
location, grab the enemy ones first. 


S@eeSSOeseeeseeReBe Sees seseCe Cee eSeesseeeece eee PGS OS® @ @ < 


>> Each enemy teleports into an area a certain number of times. This 
number is slightly random, but certain enemies appear more often than 
others. If you kill the enemy all of those times, he won't return. 
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>> —— Saree == your enemies from out of visual range, so that cheer can't see you and eS 
but you can attack them. 
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>> Not every weapon destroys the Attack Robot. Some merely disable it, but that's just as good. 
You can even use a disabled Robot to shield yourself from other enemies. 
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>> When you're shooting Arrows or Tek Arrows, hold the Z button for a stronger shot. 
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>> Always explore an open area with your back or side to a wall so you aren't taken by surprise. 
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>> Shoot or slash the wild deer and wild pigs for Health power-ups. The 
Shotgun and Mini Gun produce the most Health. Grenade Launchers kill 
the poor critter without anything coming out. 
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>> The map is essential when you're jumping across a series of pillars, and 
very useful the rest of the time. If it doesn't bother you to play with it 
always on. do it. At least make sure to tum it on when you're exploring an 
area for the first time. so it'll show anything you don't notice. 
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>> Always look in out-of-the-way places (behind bushes, tucked away inside alcoves) for power-ups. For 
example, there's ammo behind quite a few trees and bushes in Level 1. 
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>> When an enemy is through a door, you can sometimes “strafe” him by moving across the doorway and 
shooting, keeping yourself safe from retum fire. 
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>> The Life Force tokens are a decent way to find your way around a level. if you're lost. 


LEVEL 1: THE HUB RUINS 


KEYS: 6 (Three Level 2. Three Level 3) 
WEAPONS: Assault Rifle, Auto Shotgun, Pistol, Shotgun 
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PISTOL: From the start, walk forward past the 
extinguished campfire [let's not discuss just how that 
fire was put out) to a bridge with Life Force tokens. 
Walk across the bridge. tum left and walk into the | 
water. Swim forward into a cave and walk through it i 
to find a Pistol at the end. There are three Clips in the | 
water to the right of the ledge. | 
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KEY #1: From the start, walk forward and across the bridge. Climb up the 
vine-covered wall, continue south and take the Level ec Key from the shrine. 
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| KEY #2: From the shrine with Key #1, turn left and step 

: | on the switch. Walk forward along the left wall. Keep 

a | looking to the left and shoot the soldier waiting around a 
» comer. Shoot him and climb the wall behind him. Shoot 

i the soldier around the comer and take the Level e Keu. 
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AUTO SHOTGUN: Start from the shrine with Key #e. 
After you pass through the diamond-shaped areas 
(check the map], turn left and look for a section of the 
Valley wall that's a little darker than the rest. (There's 
also a tree at the top of the section.) Climb this wall and 
shoot the powerful Sergeant, who's quarding Shotgun 
Shells and the Auto Shotgun weapon. 
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SHOTGUN: The first Checkpoint opens up into a large 
area with the wall of a long-crumbled temple in the 
center. Check the circular alcoves behind the temple for 
six Clips (three in each alcove). Climb up the ramp on 
either side of the area and run up the ladder, jumping at 
the top to get the Shotgun in the air. 
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SAVE SHRINE: After the first Checkpoint, stay along the 
left wall as you go up the ramp, then go through the 
wooden archways to the north. Use the Teleport Pad. 
Jump across the platforms to the second Checkpoint. 
Use a running jump to the vines on the fer wall and 
Climb up. Kill the Purlin and jump up the platforms to the 
higher level. Continue along the path, climb the vine- 
covered wall, and walk up the log stairs. Jump from the | Pig i 
end of the logs to the Save Shrine. ae See Mn A a SO eS iN MS 
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KEY #3: From the Save Shrine, walk north across the 
wooden bridge to a lava pit and platforms. Kill the 
enemies to raise the platforms. Jump up the platforms 
and use the Teleport Pad. Walk forward and step on the 
switch. When the gates open, walk forward and turn 
left. Follow the path up three ladders. You reach a point 
In the level with two grenade-lobbing Soldiers to the 
right. Go into the open area and kill the Purlin with Tek 
Arrows. Jump to the platform where the grenadiers 
were and take the Level ec Keu. 
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KEY #4: From Key #3. walk north, climb the vine-covered wall, and go into the 
cave. Walk through the cave and use the Teleport Pad. Walk forward and drop 
down, then walk through village and through the Checkpoint. Walk through the 
area of the logged-over pits to a ladder. Climb up, jump across the platforms, 
and use the Teleport Pad. You teleport into an underground trench. Walk down 
the main trench and go through the small left opening at the end. Swim down 
the deep pool for an Ultra Health at the bottom. Swim back up and go down 
the trench you ignored to find a Teleport Pad which takes you into a cave. 
Use the Pistol or Knife as you walk forward. Enter the right-hand room for the 
Level 3 Keu. 
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ASSAULT RIFLE: From Key #4. ignore the Teleport Pad in the left room and 
continue deeper into the cave. Swim through the drink to take the Assault Rifle 
and ammo at the end 
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KEY #5: From “ #4, tum around and use the Teleport Pad to appear in the 
middle of a giant circular temple which doesn't show on the map. Walk forward 
© into the wall and go left through a Checkpoint. Now follow the right wall to the 
ij second passage. Walk through it, then take the first passage you see. Follow it 
ii to the next passage on the right. There's a Level 3 Key through the weeds. 
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CHRONOSCEPTOR PIECE: ees ones #4, turn around and use the Teleport Pad to 
appear in the middle of a giant circular temple which doesn't show on the map. 
Walk forward into the wall and go left through a Checkpoint. Now follow the right | 
wall to the second passage. Walk through the passage, tum right, then continue | 
following the right wall to the last passage at the end. Go through the passage 
and follow the sie r you can take. 
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KEY #6: Use the Teleport Pad at the end of the circular temple. Follow the 
path and climb the ladders to he top. Go to the dead-end and drop down 
fee 286 the pit into a cave. Walk through it into the water. Swim forward to pillars. 
= oRun forward and look behind the farthest pillar for a Life Force token, then 

| jump along the smaller pillars. Take the Level 3 Key and walk onto the 
©. Teleport Pad. Walk forward onto a second Pad. Arm your best weapon, walk 
forward out of the cave, and kill the Purlin. Grab the Life Force on either side 
of the cave exit, then walk forward to the Hub Ruins. This is where you 
travel to all the other levels of the game. On the fer side of the Ruins is a 
Shrine. Use it to save your game. 
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LEVEL 2: THE JUNGLE 


KEYS: 3 (Two Level 4. One Level 5) 
WEAPONS: Mini Gun 
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HINT: There are three Life Force tokens behind the entrance portal. 
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| HINT: Jump on the short pedestal with the Life Force token to cause a series of 
| pedestals to rise. Jump across them to a Shotgun on the ledge. 
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HINT: After you reach the first Checkpoint, turn around and follow along the left 
wall until you reach the edge of the ledge. Look down and you can just see log 
stairs in the mist. Jump to them and collect the Life Force tokens. 
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KEY #1: From the first Checkpoint, turn left and jump 
into the water. Swim forward and into the underwater 
Cave beneath the giant tree. Keep to the right as you 
swim through the cave so you don't go fatally off 
course. When you get through the cave, you find a 
Level 4 Key on a platform. 
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CHRONOSCEPTOR PIECE: From 
Save Shrine #1, follow the path 

to a Checkpoint, then follow the 
Wall past two Purlin. Climb the 

hill and continue through a i 
temple with two huge statues | 
holding fire. (Check the sides of <= 


the temple for Health power-ups.) Turn left and errs the VERY high vine-covered wall. Walk | sack di the 


Buildings to the edge of the cliff. The map shows a light green outline of a narrow path below. Drop to the 
path, follow it to the end, and jump across to the Chronosceptor. 
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KEY #¢: From the temple with the statues, turn right and go through the Checkpoint. Follow the path along 
the right edge until you find a purple Life Force token and see the Key in a cave across the chasm. You 
can't jump to it from here, though. Instead, walk north to the start of the sloping valley. Face the north 
Wall and turn east, so you're looking down past the trees. Walk straight off the cliff to land on a ledge 
below. From here, go through the 
Cave and jump across to the 
second cave. This leads to the 
Level 4 Keu. 
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SAVE SHRINE #¢: From the ledge where you can see Key #e. “—— the path 


north to a Teleport Pad and use it. When you appear in the next area, turn 
right and walk straight ahead to the Shrine. 
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KEY #3 AND MINI GUN: From 
Save Shrine #ce, follow the left 
Wall to a Checkpoint. Along the 
way, you can enter the small 
alcove on the left foraeS 
Health: hug the left wall as you Ni ; | ; 
enter to avoid the booby-trapn.  O—_—————a-==—=s— Sars | Na 
Walk through the Checkpoint, climb —_ hil and turn right. following the Sei to a temple. Walk to the rear 
of the temple (after raiding it for Tek Armor; press the floor button to open the Armor room) and cross the 
rope bridge. Defeat the Purlin and go into the cave. Walk through the cave to come out on a narrow ledce. 
(There's a room inside the cave with the Mini Gun, but you can't open the way into the cave without the 
Grenade Launcher.) Jump into the water and swim through the Checkpoint. Keep swimming along the right 
wall until you reach deep water, then dive down and es through the underwater cave. Leave the cave 
and kill the Purlin, then walk og gE 3 : 

forward and jump up the 
platforms. Walk straight ahead 
and drop off the cliff. Don't go 
through the exit portal yet; walk 
around the right side and down 
the hill for a Level 5 Key. 


LEVEL 3: THE ANCIENT CITY 


KEYS: 3 (One Level 4, Two Level 5) 
WEAPONS: Pulse Rifle 
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HINT: After you climb onto the first high wall of the 
temple, jump across both sets of the pillars to the 
south to find an Ultra Health and a bonus-round portal. 
Soldiers drop onto each pillar as you go. You need to use 
the diagonal jump to get onto the first pillar--the first 
time in the game the diagonal jump is necessary. 
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HINT: On the temple roof, don't miss the Life Force token between the 
broken stairs and the wall. 
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HINT: You can explore the rooftops at the west side of 
the top of the temple. Climb up the ladder of the second 
house in the second row, then tur around and jump 
across to the roof. Now you can jump across all the 
roofs, finding Tek Armor and Health. You can explore the 
east roofs by jumping to them after climbing up to the 
next level of the temple. 
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HINT: aaa Siig ee @ narrow passage in the central pool at the top of the i 
temple to find a room with a Backpack and plenty of Clips. / 
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SAVE SHRINE #1: Climb up the tree next to the oars 
entrance and jump across to get the Spiritual 
Invincibility, then go into the temple and save the game. 
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KEY 41, From Sa Shine #1, use the Teleport Pad to 
appear on top of the temple. GO west and jump across 
to the ledge, then follow the path to the Level 4 Key | 
(guarded by two Purlins). Search behind the hut for 
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Health power-ups. 
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HINT: After you press the floor switch and walk down the stairs into the 
underground area, explore both the west and east pools to find Health 
power-ups at the bottom. Instead of going up the north stairs to return 
above ground, go the east pool and look for a narrow passage in the east 
wall. Swim through it to a small room with stairs. Climb up (while exploring 
the stairs and pools for power-ups) to a pool filled with Leapers. Follow the 
underwater path into a chamber with a Purlin. Take the Ultra Health he's 
Guarding and step on the floor switch to open the gate. Returm to the large 
temple and go up the north stairs to the Teleport Pad. 
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KEY #2. — using the Teleport Pad, walk directly north to find a Level 5 
Key in a pit quarded by Raptors. 


HINT: Search a shes peeceril paereins — oe Kew’ 4D a 
to find Tek Armor. Use the passage on the left side; you i . 
can't get to it from the right. Inside the pyramid temple, © 


Search the comers of the chamber with the Teleport Pad @== £22s H 
on the central omaiaalan hchegea are UWee enaiiat: PReWer- a a enna in susie comer. 
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| SAVE SHRINE #¢: From Key uD Walk ae to — 

. | pyramid temple and climb to the top. Swim through 

i (the passage underwater to the other side. Climb the 

| hil hit the switches and jump across the platforms. 

| He 7 Keep following the path. and watch out for the booby- 
esc i | trapped alcoves on the way up. The third alcove has 
Tek Anh Hit the Switch paper! ilaes a  Seeacrit then back up, turn right. and drop down to the cave 
to collect power-ups. The save shrine is tae Du @ Purlin. 
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CHRONOSCEPTOR PIECE: Near the end of the level is a nasty series of jumps across a huge group of 
pillars. The pillars leads to a temple with descending pillars on both sides. Jump down the pillars on the 
left (West) side of the temple, pausing at each to shoot any Soldiers who crop in front of you (always 
after you grab a Life Force token], until you're on the first a at the bottom. Instead of CLT HER nee 
to continue jumping, turn left to see a vine-covered 3 5 , es = 

Wall. Jump across to it, climb up and frag the Purlin. aa 
The second piece is right behind him. Use the 
Teleport Pad to zap to the temple steps, and climb 
up into the blue portal to fight the bosses. 
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| BOSSES. Walk rae and drop into the moat to 

) collect four power-ups in the comers, one of them Tek 
| Armor. Jump into the arena and walk into the middle. 

+ A Hurmmer drops into the arena and starts driving 
(around. Keep walking toward the Hummer to stay 
ao ene aes FT : aearrs 2 = within its turing radius, while you sidestep and tur to 
keep your aim. Sometimes, the Bins drive in circles, in which case you can simply rotate with the 
analog stick while standing still. Use the Tek Arrows or Assault Rifle to wear down the Hummer's armor 
to zero. (The regular Shotgun Shells and Arrows don't do anything.) When it blows up, a second 
Hummer drops into the arena. Destroy it the same way. After the second Hummer blows, a ninja 
Soldier goes on the attack. You can collect ammo at any one of the four doors of the arena to grab 
ammo [which continuously appears in front of them), But you have to constantly back up (and left or 
right) away from the soldier. The Soldier's Boomerangs home in on you, so the more distance between 
him and you, the better. Pick him off with ie ran shots and eP caemibalcs! up and grabbing ammo. 
Take the Soldier's Pulse Rifle 3 2 = 2 Ba Ss 
before you take the Level 5 ? | 
Key, and save the game when 
you returm to the Hub Ruins. 
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LEVEL 4: THE RUINS 


KEYS: 3 (Two Level 6, One Level 8) 
WEAPONS: Grenade Launcher, Mini Gun 
After you hit the first Checkpoint, walk back across to 
the previous ledge and look down into the gorge to see 
@ cave. Jump into the cave and use the Teleport Pad to 
transport to a ledge covered with Life Force tokens. 
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After the first checkpoint, look for a climbable wall next 
to one of the ladders. Climb up the wall to a high ledge 
with several items, and from where you can jump to an 
Ultra Health and a Grenade Launcher. [You can now get 
into that goodie room way back in Level 2.) 
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Key #1: After you hit the Teleport Pad and appear above the entrance portal. 
follow the ledge to the left to shoot the Sergeant and take the Level 8 Key. 
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HINT: After you kill the first Dimetrodon (the long critter with the spiky back). walk into the clearing and 

along the left wall. Go past the large opening and continue along the wall as it turns right. You reach a 
narrow ledge. Follow it into an area with a ae sahaiaaas at frozen enemies. RE into the room to revive en. 
then back away and avoid the 7 a i Seas aaa 

creatures as they battle each 
other. Finish off whoever is left. 
then hit the floor switch to 
lower the force field and walk 
onto the Teleport Pad. 
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KEY #e: After using the Teleport Pad behind the frozen enemies, climb out 
of the pit, slash the Beetles, and walk into the large room with the High 
Priest. Kill him from a distance to lower the barricade behind him. Walk 
forward into a second room, kill the second High Priest while hiding behind 
the pedestal to lower the second barricade. Behind it are Health pick-ups 
and a Level 6 Key guarded by several baddies. Go through the false wall in 
the southwest comer (the screen turns yellow as you walk “through” it) and 
take the Full Health, then use the Teleport Pad back outside. 


MINI GUN: When you reach the small temple with the Purlin and Tek Armor inside. 
climb onto the stone arch south of the temple and use it to jump onto the roof. 
where you find a Mini Gun. 
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HINT: You can jump up the flaming nites to the Full Health without taking 
ae This also opens up the barricade on the west side of the clearing. 


SR2eeeeesee Be Oe 8828888888 & & 


HINT: acters You go  fHrecart the third icieekantri: rinesicien the teased tunnels). 
go through the false wall on the east side of the tunnel and grab the Mini 
Gun Ammo. 


HW) 6=KEY #3: Pass = thrmaates the third rb Ploecksieitses and walk forward to the Purlin. 

| Kill it. walk ahead, and go up either staircase. Walk into the room with the 

) swinging balls and take the Level 6 Key. Two Sergeants drop in to quard 

(= the Key. so be ready for blasting. After you get the Key, walk back outside 
1 to the maze and use the Teleport Pad at the entrance. 
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SAVE SHRINE #1: From the start, walk forward and across the bridge. Follow 
the right wall and walk through the Checkpoint. Defeat the High Priest and 
leap up the flaming pillars to hit the switch at the top. Go through the newly 
Opened path and walk ahead to a clearing with ruins. Climb to the top of the 
pyramid shrine and save the game. 
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GRENADE LAUNCHER: From Save Shrine #1, jump across to the purple Life 
Force token and you land on a “magical” multicolored platform. Walk along 
the platforms as new sections appear to trace a long and convoluted 
route to a Grenade Launcher. 
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HINT: When you reach the ring of Teleport Pads, most of them drop you into the 
lava pit. Use the easter Pad to go to the next area. 
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SAVE SHRINE = Inside the room filled with tall stone ——_ search along the southwest corner for a 
Se ® false section of the wall. Walk through this false wall to find an area with an 

~ Ultra Health {jump up the statues) and a Grenade Launcher. Now walk into the 

(corner and blast the Sergeant. Follow the tunnel to the second Save Shrine. 
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HINT: Inside the hallway of flames coming from the walls. walk into the far corner 
and through the false wall to find a Sergeant guarding Life Force tokens. (By the 
way, you can walk through the flames without getting hurt by staying next to 
the wall.) 
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CHRONOSCEPTOR PIECE: In the room past the ic ae 
flames, use the Teleport Pad and you appear in a small 
| alcove. Kill the Quards in the next area and tum right. 

| | | Walk all the way up the ramp, then turn left and jump 
(across to the central platform. You land in the moat; 

‘ jump onto the platform and then jump onto the square 
) to float up and get the Piece. 
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HINT: Press the buttons in the four corners (starting with the northeast comer) 
and quickly jump up the pillars. Kill the quards and swim up the pillar of water. 
Drop out the north side of the pillar and to the ledge. Walk forward to the room 
of pillars, where you can jump across the top. Here's the pattem. From the 
tunnel, jump: west onto the first pillar, north, north, west, northwest, west. 
south, west, south, south, west, northwest, west, southwest, south, west, 
saaale rarer inuliadh north, west to the Teleport Pad. 
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LEVEL 5: THE CATACOMBS 


KEYS: 3 (One Level 6, Two Level 8) 
WEAPONS: Shockwave “ 


HINT. — = Start, “Welk to ie as west Exe of the ae and on STSiGae 
down to a ledge far below. Explore the cave for a Backpack, Explosive Shells, 
and Tek Arrows. 
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CHRONOSCEPTOR PIECE: Enter the catacombs and go through the east door. Kill the High priest and walk 
into the northwest and northeast comers for Health power-ups. Hit the switch in the northwest corner and 
go through the tunnel which was blocked by the rolling pin. Walk down the long hallway. following it to the 
left. You pass a statue in the middle of the hall, then find a 25 Health, and another rolling pin. Keep going 
down the hallway to a crawlspace on the right. Enter and explore it for power-ups. A passage to the north 
leads you down a hill of Life Force tokens. Turn isan and crawl into a flooded room, then go left and kill the 
High Priest to grab the , =: | 
Chronosceptor Piece behind 
him. Return back through the 
tunnels to the hallway. 


SAVE SHRINE #1: From the crawlspace, go north down the hallway. GO down 
either staircase to the long room. Walk up the northeast staircase to the high 
ledge and follow it around to a small room on the right. (Stay against the wall 
to run past the flames unscathed.) Climb up the north wall in the room to the 
Save shrine. 
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SWITCH #1: From Save Shrine #1, turn around and use the es Pad. 
(You might walk to walk around the rest of the outside ledge first to collect 
more power-ups.) GO down the stairs and hit Switch #1. You need to hit 
two other switches to raise all the pillars. 
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HINT: Look for a split hallway with a total of four switches. Explore both 
hallways behind the first switch to trigger two more switches. A small 
doorway opens behind the final switch. Go through the doors and down the 
stairs to find Ultra Health, Grenades, and Explosive Shells. 


|, SHOCKWAVE: From the 

|) hallway with the four 

» switches, continue west down 
» the hallway until you find a 

i skull on the ground Go 

© through the false wall the 

: = - : . skull is facing and follow the 
corridor to a deep room filled with Health and other power-ups. After exploring the hidden room shown by 
the skull, continue down the hallway until a Purlin busts out of the wall. Kill him and continue down the 
hall to a flooded room. Jump across from the stairs to the switch, which opens an underwater tunnel. 


Swim into the tunnel and cad the Shockwave heseaneds 


CHECKPOINT: Explore the heIWaL Behind the Purlin' Ss room {just before the 
Shockwave room). A switch opens a door to a small room; a bonus-round 
portal sometimes appears inside. 
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CHEAT CODE: From the checks: wich — Mini Gun, go ack up to athe ier room aris go ars a ~ 
northwest comer. Walk forward to the statue with 25 Health, then go east and follow the hallway 

= straight ahead to a narrow passage blocked by spinning 
| Blades and guarded by a Purlin. Kill him and go into the 
|) passage. running past the blades and ducking into the 
)) narrow gap next to one blade to learn a cheat code! 
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STRATEGY 64 
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GAVE! GHRINE #2 AND KEY #1: After hitting the three switches, jump up the 
six pillars. Pass through the Checkpoint and follow the path to a switch. 
Step on it and enter the cave. Go through the cave to a large room. Go 
through the upper-left to find the second save shrine. Use the Teleport 
Pad, then go down the hill and through a Checkpoint. Go up the stairs and 
jump into the water. Swim to the building in the center of the lake and look 
for bricks in the wall. Climb up the bricks to the Level 6 Key. 
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Walk a fies eee are to a set - Stairs. cine up and jump onto the right 
wall. Follow the wall around the pool to grab Life Force, Health and an Energy 
Cell. Climb down and go through the Checkpoint on the grate at the sound end 
of the pool, behind the stakes. Walk west of the Checkpoint to find a tucked- 
away Tek Armor. Turn around and look into the chasm. There's an Ultra Health 
down there; drop to one of the three narrow ledges on the stone wall, grab 
the Health, then jump to the highest ledge, jump to the left wall. and climb 
back up. 
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icc into He he and climb the west side of the ae in the middle to 
get the Level 6 Key at the top. Now jump south to hit the switch on the 
pillar. This lowers the water and opens up a new passage. Go under the 
Key Building for Full Health, then go under the grate and into the 
Crawlspace that leads to the main room. Jump down and go into the 
southwest comer of the chamber to hit the switch. Walk through the door 
and tum right to head down the hallway. Ignore the first right turn (next to 
the statue) and continue forward. Take the stairs when you reach them 
and explore the room. GO back to the hall and down to another set of 
stairs and another power-up-filled room. Retum to the hallway and go 
through the false wall next to the skull on the ground. This hidden room 
has a Grenade Launcher and Life Force. 


ESSER SRSSSESSHSSESESSSSEHSSSKFSHCEHEHSHSHESHSSSHSSSHSESCHESSEHSSSHSSHRSSSHESCSHSEHSEHEHSHHEEHEESEHHESSHEHSHSHSHKSSSHEEHSHSSSHOKSHHSSSSHSERSARHRAHRHHHEOHEEE 


SOPSSOE TORS HEHESRESE ESE SOCSEHRAESTECEHEEEHTAO ET ESS HE SHHAEH HODES SOHO HRKS SRST H SS SESE RERAEOHHSEOHOSSESAHHSESHTSCOSHEKEEHOOTEHHHOEHEHRHSHEOHHRREHHRHRSEOHEBSOLOSO 


Retum down the hallway to the statue, then turn left. Go down the corridor to a room with Warriors. 
ammo, and a Backpack. Continue west and swim through the water to find Health and Life FOE at the 
bottom. Swim back to the top and jump to the back of the room. Search the 
ledges on both sides and climb the stumpy wall on the south side. Turn right and 
take the Mini Gun Ammo, then drop to a narrow ledge below. Walk to the other 
end and climb up the stumpy wall for a Mini Gun. 


Jump own and go into the crawlspace on oe — side of the room. This leads 
to a room with a Mini Gun and Health. Grab the power-ups and hit the switch to 
Open a door into a long Hallway. Turn right in the hallway and walk back to the 
large entrance room. Go up the stairs in the small door across from the flooded 


pit. At the top is a room with a ledge along the walls. Follow the ledge to aroom Oe 

on the left. Jump across the room and take the Auto Shotgun. Retum to the ledge along the walls and 
continue going left until you reach the end. Drop to the ground and look behind the stairs for Life Force. 
Now climb the stairs at the other end of the room (after snagging Health behind them) to check the 
other half of the ledge. 


G60 south to leave the room and follow the corridor to a Checkpoint and a 
narrow walkway. GO across the walkway to the statue in the middle, then 
follow the other walkway Back into the first room for Tek Armor. Now cross 
the walkways in the second room and follow the hall to the catwalk above 
the main room. Walk across to a room with a High Priest. Kill him and take 
the Level 6 Key. Exit through the east hallway and move through the blades. 
A tiny alcove near the second blade from the end has an Ultra Health. 
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60 down the stairs and hit the Checkpoint, stopping on the 
way to enter a hidden room with a Mini Gun on the long 
Aight of steps. Hit the switch at the bottom to re-enter 
the entrance room. Swim down to the bottom of the put 
and through the cave. Save at the shrine, grab the ammo 
and go through the portal. You appear in a large room 
where you get to fight the Mantis boss. Grab the ammo 
next to the portal and switch to the Pulse Rifle. Move 
backwards while blasting the Mantis to lure him into an 
enclosed area. The Mantis flashes green and knocks down 
the walls. When your Pulse Rifle runs out of ammo, switch 
to the Mini Gun, then the Grenade Launcher, then Tek 
Arrows. As with your first Boss battle, power-ups appear 
along the outside wall. This battle is easier than the fight 
against the ninja; just keep backing up and circling around 
the room. When the mantis croaks, grab the Level 6 Key 
and save at the rau Ruins. 
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LEVEL 6: THE TREETOP VILLAGE 


KEYS: 6 (Three Level 7) 
a Pca Alien nies open Quad ROCK Lancner 


= the start, tur left and walk Corre the aw to fe abe of —_ Clif. Orn: dawn to the eae fi a 
Mini Gun and ammo, then climb back up. Walk back to the portal and move forward past a ton of 

Creatures and soldiers to the Checkpoint. Grab the Grenade Launcher and 
ammo, then launch a grenade at the platform below to kill the soldier (and knock 
down a tree). Jump to the platform, then jump down to a second platform, and 
across several more pillars to the cliff ledge. Follow the ledge to a platform and 
kill the two soldiers. 
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STRATEGY 64 


Jump into the tiny cave for a Mini Gun, then drop off the south side of the 
platform onto a log ledge. Jump across to a ledge ferther down the gorge. Turn 
left and shoot the soldier at the bottom, then leap to his ledge, turn right, and 
jump to the next lower ledge. Walk left and shoot the soldier across from you. 
then diagonal-jump into his cave [or just drop down to the middle platform). 
Jump down and right to the next ledge, then walk forward, blasting the soldiers as you go. “At i ae - 
the ledge, jump down to the ledge on the other side. 
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Continue moving forward and jump down to the next 
ledge. Grab the Grenades and continue ahead. When 
you reach the pit, drop into it to teleport. Go around the 
comer and kill the Purlin, then enter the cave. Follow it 
to a Sergeant; kill him and jump to a platform down and 
left. Shoot the Soldiers and follow the Life Force tokens 

a | | =. to a Full Health. Jump from the Full Health down to a 
ene =— een “— comer aad kil - Sinan ie then turn right and jump down to the platform with the 
tree. Turn east and seat down to the 10g ledge. 
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Foley the vices to the safle cise jump aa to he SESE. seu ebwiet: and 
southeast. Use the Teleport Pad to the east and go through the Checkpoint. 
Shoot the Soldiers and jump down to the northeast or southeast. Kill the Purlin 
and go through the gate behind it. Swim to the left, jump up to the ledge. and 

Kill Che Soldier. Grab the ammo and return to the wa-wa. Continue along the left | 
and jump onto the next ledge. Follow it until you find your first Alien Infantry & 
unit. Shoot him and continue along the ledge. At the end, jump into the water [See ae ey oe 
and swim along the left wall to another ledge. Kill the Infantry and swim into the water on ae Suser “ee 
ae the left wall, to another ledge. Save the game at the shrine. 
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Continue swimming along the left wall and into a channel. 
Collect the items in the water, including a gnarly Alien 
Weapon. When you're done swimming ‘round the lake, 
swim under the giant tree where an elevator carries you 
up to a suspended bridge. Walk along the bridge, blasting 
Soldiers. Eventually, you reach a platform with two 
Purlins. Blast them and go down the north walkway. 
[Jump across to the ledge and explore it to the right, 
then go left and use the re Pad. 
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Follow the higher ledge around and left. Grab the Alien Weapon and continue. 

Take the Tek Armor, then the ammo behind the Teleport Pad, and use the Pad. 
Walk north down the bridge to another large platform with a High Priest. Shoot 
him and search the hut up the north path for ?5 Health, then return to the High 
Priest platform and go through the west barricade. Follow the path to the first 
treetop village. Watch out for the section with the broken quardrails; a huge if | iy 
spiked log swings down to crush you. Search in and around each of the village ——— == 
huts for power-ups. Past the fifth and sixth huts is a High Priest next to the tree. Shest ee == out of 
his visual range. 
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Sates the next two huts and continue north up the — Pirmactn’ the radeeee Two Soldiers = 
in front of you, one behind you.) Follow the east pathway from the Checkpoint and kill the High Priest 
You encounter. Then t turn to the right and shoot the Purlin on the ledge below. Walk forward (watch 
out for the swinging log) to a large building. Shoot the guard in front, then kill 
the Guards inside and grab the Level 7 Key. GO back to the Checkpoint and 

~ down the north path. Hit the switch at the top of the twisting staircase and 
Mm continue through the barricade. Walk north to the hut and grab the Life Force 
mM and Tek Arrows. 


Returm fo pes farce eietioan and go west. roe “— next eeean and walk 
northwest onto another one. There are lots of Ancient Warriors and a High Priest 
in the area. Follow the walkway south to an open hut and a balcony with TWO 
High Priests. Grab the power-ups and backtrack to the barricade. Step on the f 
switch and return to the Checkpoint. Walk west and kill the High Priest. Continue | 
forward down the ramp and follow it to the end. Jump northwest across the te = 
ei to the sLinianneh Shoot the distant Purlin, then walk to his side and ofae the Life Force cokers. 
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Drop onto the north os inside the pit, then jump to the east and south pers and down to the 

bottom. Shoot the Purlin inside the cave and collect the Health power-ups in the comers. Walk west to the 

tree, then t tum South and go up the staircase. Grab the stuff at the top, then go back down and walk 
west to the next tree. GO north and south to check the huts and continue west 

| to a large building. Shoot the Soldiers (or bounce a Grenade inside) and use the 

: save shrine. Use the Pad, turn left. and grab the Health being guarded by the 

it Soldier. Now walk northeast to a large plain and raid the huts for goodies. As 

[aes as ve ne on the hut Paes the nae can't get a 
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Walk east of the huts and down a slope to a narrow ledce. Kill the two Purlins when they drop in and 
continue to the east. Shoot the Sarge and grab the Health behind him, then grab the ammo on the 
platform down the ramp. Go back up and walk west to the three huts and large — 
building. One of them has Spiritual Invincibility. Explore the lower ledge to the fear 
west (drop down to it) for power-ups and climb back up. When you've explored 
everything. go to the switch and walk through the lowered barricade. 
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Behind the barrier are THREE Purlins! Two are normal, But the third is a 
mechanized version. Whack 'em all and quickly walk through the Checkpoint 
behind them before they reappeer. Grab the Tek Armor and walk down the ramp 


has a Sergeant Quarding Tek Arrows and Health. The second Building has a High Ee, Say = 
Priest. Now explore the four huts to the west. GO west and explore four more huts; ca two ae 7s 
have items inside. Walk west to a final group of four huts with more items. 
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Walk north from the western huts and along the pathway. GO past two trees 
| and west to a save shrine Quarded by a Sergeant. Walk through the cave and 
| kill the Purlin to open the barricade behind him. Walk forward to a long rope 

| bridge. Shoot the Soldier to the left and jump over to the teenu-tiny ledge. 
then jump to the cave entrance. Walk through the cave and back out to the 
village. Explore the platforms for Explosive Shells and Rockets, then jump 

| down to the lower platform and grab the Level 7 Key. 
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Walk east from the Key and leap across the broken bridge, then go north and 
follow the path back into the cave. Use the diagonal jump to leap from the 
bridge to the first cave on the right. Follow this cave outside to more platforms 
and more items. Return inside and explore the rest of the caves, jumping from 
cave mouth to cave mouth. On the west side of the bridge. whack the Soldiers 
and grab the Health they're guarding. Continue upward to a platform with two 
huts. Explore them and use either the north or south walkway to reach the larqe 


ava,! 
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Building. Walk around the back and look down to see a Life Force token. Jump down and into the c cave, a 
then jump from the cave to the Life Force. Go back into the cave and use the Teleport Pad. 
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|» You appear on a platform above the Village. Grab the Life Force and the 

| awesome Quad Rocket Launcher. Whee, doggie! Drop down to the way and 

) use the Teleport Pad inside the large building. You appear in a cave. Shoot the 
_ Soldiers ahead, then go down through the cave tunnel, or drop out of the 

/) cave exit to a Full Health and jump across to the platform. Kill the High Priest 
and go through the barricade. (Don't look up or a second Priest drops down to 
attack.) There's a Level 7 Key at the top, with walkways in eight directions. 
(Watch out for the High Priest and several Warriors after you take the Key.) 
Each walkway leads to a hut with Sergeant and power-ups. Save the east walkway for last. This one 
leads to a large building. 
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Raid the building and go north to a second building with Life Force and 25 health. Now follow the walkway 
east to a third Building with Life Force and Tek Arrows. Kill the High Priest to the south la TERY the 
walkway to a ledge with the exit portal. Kill the Dimeotrodon and walk left of the 2 Ai ea 
portal. Drop to the ledge and take the Grenades, then jump left to get the : 
Chronosceptor Piece. Jump back to the first ledge. climb up and use the portal. 
then use the shrine at the Hub Ruins. 


KEYS: ¢ (Two Level 8) 
WEAPONS: Fusion Cannon 


LEVEL 7: THE LOST LAND aiametaid 
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Bere the start, walk northeast oT jump j across the gap. Follow the ledge around 
the comer and quickly shoot the two Demons. Take the items and drop down to 
the valley. Stay along the left wall to explore the entire valley. There are Demons | 
in the first two caves. The third (north) cave leads down to an exit. Shoot the | 
Demons and walk across the pathway. Kill the Raptor Mech. walk northeast, and —= = =| 
Kill the Killer Plant to take the Grenades around it. Then go northwest and follow the narrow pathway. 
Watch out for the booby-trap around the right comer. Continue moving forward past two Demons, then 
Walk around the pillars and shoot the quard in front of the faraway cave. GO back around and into the 
east cave to hit a pesos AS and a scicupanuaia Pad. 
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The moment you reappear, Apia erat the alien. Now welk around the circular ledge to raise the 
pillars in the middie and to eliminate the Aliens. Return to the Teleport Pad and jump up the central 
pillars, to the Teleport Pad on the last one. You appear in a cave: use the 
Knife to kill the swarming Beetles and walk forward to lower the pillars. Now 
g ump across to the Full Health power-up. Shoot the Demon as you walk 

_ forward. Welk through the path behind the Demon and wake up the Killer 

— Plant. then kill it and take the ammo. Walk back around the comer and jump 
I — to follow the trail of Life Force tokens. 
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Sheut the Soldier shenchicda: -_ You, cerit jump a = hers for rockets and 
drop back down to this ledge. Walk left and through the next Checkpoint. Walk 
forwarcv/right to encounter the Triceratops for the first time. It doesn't move 

fast, so keep moving as you pound it. When it finally croaks, walk southwest and _ 
drop to a ledge with a switch. Hit the switch and climb back up to the ledge, then 
oe setae dk the Shetetou ois os cp Deters the white rocks. | 


Walk denen “ — ‘stairs” to or Mian; sre Climb up on Wall to get Life Force and Tek Armor at the 

top. Follow the pas ledge to the east and shoot the Demons around the comer. Climb up the wall and kill 
the High Priest inside the tunnel. Walk through the tunnel and jump to the pillar. 
Grab the Ultra Health and Life Force before jumping to the next ledge. Tum right 
and look down at the small platforms leading downward. Jump to the first pad. 
then leap to the ledge with the Tek Armor. Climb up the wall and take the Mini 
Gun and saan Shells at the top. Kill the three Purlins. 
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Goarh the alcoves in 1 the ¢ comers = fac plenty of ammo ogee: a few Killer Plants. When you're done, go back 
west and look down into the gap. Jump to the platform near the cave, then leap into the cave to take the 
Fusion Cannon, yet another kick-ass weapon. Jump up the platforms to the : 

north ledge and walk forward. Boulders smash the Soldiers, so save your ammo 
for the Raptor and High Priest at the end. (Sometimes, they end up fighting 
each other.) Jump across the platforms behind the Priest to the next area. Here. 
You can walk across the ledge, or jump along the pillars for Life Force tokens. 
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You reach another High priest, this one guarding a Teleport Pad. In the next area. 
Walk south and through the opening. Jump up and across the gap, then kill the 
Purlin and use the shrine to save the game. Jump down to the Teleport Pad 
Clearing and walk east of the pad to grab a row of Clips. Jump to the northwest’ §& 
ledge and shoot the Soldiers as you walk around the comer to the lava pit. Walk (sees 
west and then north to find a wall with two Killer Plants in front. Kill the Plants and climb to the top. — 
Kill the High Priest and grab the Ultra Health. 
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Jump back down and go south to find Tek Arrows and Life Force. Take them and look for the large lava pool 

to fe DOES It's white on the map. Hmmm...jump into the harmless pool and get the Quad Rocket 
ae Launcher at the bottom. Head north from here to a cliff, turn left and walk west. 

| Search the alcoves for items. At the end of the ledge is a High Priest and a Rocket 

- Launcher. Return along the ledge and go north to the area past the volcano. When 

| you reach the 25 health and Life Force, you're at the end of the line. 
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Walk south and jump down along the trail of Life Force. Go into the open cave 
and take the goodies, then kill the Killer Plant in front of the second cave and 
Walk through it to the Checkpoint (with three Grenades nearby). Continue forward | i 
and onto the rope bridge, then kill the High Priest. GO up the spiral stairs and i : ps iy 
down to a new area. Tum left and shoot the High Priest at the bottom, grabbing —===_2= = 
the items around him. Walk east through the narrow passages. Stay along the right wall until you ——- 
the bridge, then turm around and stay on the right wall again. Look for a narrow gap: jump Over to it and 
grab the ammo, then follow the ledge to a tiny gap. Jump Over it and hit the Checkpoint. 
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From the Checkpoint, jump north across the ledges, then jump across the pillars moving up and down. 
Hemi = iu sa tur north and jump down to the ledge. Grab the Life Force and dive into the lava pool. 
7 S ae ee — Swim through the north cave and out the other side. Swim east and jump onto 

i the ledge. Follow it to a cave, walk through the cave, and drop to the ledge to 

— grab the seventh Chronosceptor Piece. Go east from the Piece and jump to the 
ledge. Walk along it for Full Health at the end, then turn around and walk to the 
other end. Jump north onto the small ledge shown on the map. Take the 
Backpack and ammo, then jump south to a tiny pillar with Tek Armor. 
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Jump to the dinosaur skeleton and go back to the lowest pillar, then jump up the entire bunch of them. 
(These are among the hardest jumps in the game, so wait on each pillar until you know the movement 
pattem of the next one.) Kill the High priest at the top, just visible through the | nieeeamaaial 

gap. Jump across the new pillars and over to the Tek Arrows. Kill a second High — | 
Priest above and to the left. Jump up more pillars to the Priest's ledge and push “a 
the switch. Kill the Purlin who drops in and jump up the last group of pillars to a 
ledge with a Level 6 Key. save shrine, and Teleport Pad. 
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Jump to the e5 Health on the southwest ledge, then go east and south and 
Climb the wall. Squeeze through the narrow passage to a Grenade Launcher and 
Teleport Pad. Kill the Worms with Grenades, then take Tek Armor out of the east | 
alcoves and climb the north stairs to the Teleport Pad. You appear in a large 
Clearing. Walk straight ahead and jump down to the ledge below. Walk north and 
east to the next Teleport Pad, which takes you to the top of a tall building. Walk straight ahead, 
Whacking the Alien Infantry, and go up the ramp to the Checkpoint. 
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Take the Tek poe at is eal rhe Kill the High = =e ie oiler to oe right. To the left is a large 

wall with lire Pore tokens all around it. Walk ahead (east) into the Building to fight Attack Robots. Grenade 
ai = Sse Launchers and Rocket Launchers blow them up; other 

— weapons just disable them [which is just as good). Hit the 

— switch near the second Robot and return to the Life 

| Force wall. Walk up the newly revealed ramp to a 

i, Walkway. At the top of the walkway are two High Priests. 

=——_ ~~ OKill them both and walk to the end of the ledge to find 

Be the final Level 8 Key. Right on! [7-le robot, 7-13 last key] 


pees to oa SEL OSSt ares Besley ame a Sioned invinctieaiere Peers tn aes crounct 
and walk east. Grab the Shells near the pillars. When you reach the ring of Clips, 
tum north and kill the Demon, then continue north and blow up or disable the 
Attack Robot on the central platform. Jump to the platform and grab the 
Health, then continue north. Kill the Demons and the High priests between you 
and the iii seni ini jail a saulnenieekse: ae Ber ore ae 


eseeveseee eee e286 9 & & ¢@ 


Tum around ony USe eer jumps to ae across re aoe sae i eta ail de pacts -ass weaponry, then 
jump to ns Pad and use it to return to where you started. Walk forward and hit the second Pad. 

Lee Sean © Immediately waste the Demons and walk forward to the switch. Kill the Demons 
and push it. Run left or right and up the ramp, then onto the central platform. 
_ When it rises into the air, turn west and shoot the Attack Robots. Diagonally 
| Jump across to siete seinen sleoee = the sacaiie 
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Walk south on the walkwau and shoot ce Geer then blast the gun towers ae : | 
and go through the Checkpoint. Walk up the ramp and tum left or right when the | iain | 
stairs form, dropping to the ledge below. Kill the High Priests at either end and | 2a LY 


grab the goodies they're quarding. including the seventh Chronosceptor Piece. 
Use the Teleport Pad and climb the steps. Take the ammo and blow up the 
Infantry and towers inside. Past the second set of towers is a river. Swim 
through the pool to collect Rockets, then get the Tek Arrows on the west side. 
Jump out of the water and waste the Attack Robots, then step on the switch. Kill the final Robot and 
go through the exit sack Remember to save! 
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LEVEL 8: THE FINAL CONFRONTATION 
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Grab the Shells and walk through the gap, then take as Grenades =e seep tirmas: 
forward. Kill the Raptor Mech as you emerge onto the plain, then kill the 
Triceratops. Oh, boy! Retum to the narrow gap for more Grenades, then come kay + 
back out to kill a SECOND Triceratops. Go back and get Grenades from the start } = === 955 5 xia 
point again, then tur right and walk west along the wall. Grab the Explosive Shells ral pre: the Heres 
Mechs on the little outcropping, then grab the Life Force and Tek ATTIOF: 
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ce, Walk south of the Tek Armor and jump to the peel ledge, then jump again to the 
—ftarger ledge. Grab the Shells and walk north, shooting the Alien Infantry. Continue 
| until you reach an extremely narrow ledge. Jump to it, then jump to the wider 

)) ledge. Turn left and blast the Infantry in the crack, then take the Litra Health and 
| Explosive Ammo. Backtrack to the main plateau (or, if you're an expert, diagonally 
|| jump southeast to it) and walk south to the wall. Blast the gun towers and stay 
t along the right wall, then walk to the end of the west alcove to find an Attack 

~) Robot. Blast him and take the items behind him. 
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Follow the gun wall to the northeast end and blast the gun towers ne Attack 
Robot as you go. Grab the Rockets left of the cave and go inside. Grab the 
Explosive Shells at the end of the tunnel and go into the metallic tunnel, which is 
filed with Cyborg enemies. At the intersection, turn left and take the Health, then 
continue north. Turn right at the intersection and climb the ladder. Kill the Infantry © 
units and take the Mini Gun then climb back down and take the long passage to ~~ 
the southeast. Walk down the hallway and tum right at the junction, then turn 
Lae at the next -JUACEDR to grab the Grenades. Tum around and walk south. 
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_ Kill the plicit grab — Besiih in one of the ears: ends, and aires the edder: Kill 
HT the Cyborgs and go east after grabbing the Clips along the walls. Blast through the 
| Cyborgs to a T intersection and go east. Blast a single Attack Robot and continue 
| forward into a room with two Robots. Blow them both and then blow the Sergeant 
)) behind them. So many baddies! Climb the stairs to the ledge and take the Tek 

| Armor after blowing the Aliens on both sides. Go through either curving hallway 
(they connect to each other). At the back is a false wall; go through it to get a 
| Backpack and tons of ammo. 
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Retum to the main hall and the T intersection. Walk west and follow the hallway 
until you reach an Attack Robot in a large room. Disable the robot and go through 
the Check[point, then circle around the room to disable all five Robots. Go into the 
middle of the room for a Rocket Launcher and Rockets between the pillars. The 
platforms to the north and south descend when you walk into the middle; run to 
one of them and ride it up to Health. When the room is clear, go through the i 
northeast exit (Sector 2. says the sign). | 
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ollow the hallway nist Alien Infantry to a aii with four water tanks. Go through the Past passage 
into a ania room n.Guaried by an Attack Robots. Blow away the two Robots and Alien Infantry inside the 
ie room. Circle the room walls for Health, then walk onto the east lift. Walk forward 
Wea through the hallway to a Teleport Pad. Use it to appear in a short hall. Walk 
oo | forward and shoot the enemies you encounter. You eventually reach a cave. Turn 
= left and save your game at the shrine. 
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Walk south, shoot the Alien, and go down the lift. Grab the Shells in both hallways 
and walk north into the cave. Take the left passage and kill the two Purlins on the 
platform. Jump to the platform and to a ledge at the back of the room with a ee! 
switch. Hit the switch and quickly returm to the locked door, which is now [{wah-lah) open. ‘Walk forward 
and jump over the trap door to the Teleport Pad. You appear above the room with the water tanks. 

swim into the tanks for WEAPONS | at the: bottom. fen teleport back to ine nell and drop into the treet 
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3 Walk down ‘the hall, kill the Purlin, and jump to his platform after grabbing 

| Grenades below the entrance. Grab the Rockets behind him and jump south to the 
i cave entrance. Kill the Infantry as you enter. Grab the Shells at the first turn and 

) follow the tunnel. Kill th4e Infantry and jump across the lava. Grab the Shells on 

©) the right. then tum left and walk into the hallway. Follow it to a huge room with 

) Tek Armor in the middle. Grab the Armor and Fight the two Robots in the corners. 
fee co a = — the — and an beled a the exit CipeCo north. 
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Walk forward into a room eaeithr a narrow “reer running along ie wall. Walk as far - 
to each side of the ledge as you can for ammo. Then jump up the pillars to the 
Tek Arrows at the top. Grab it and drop to the walkway. Jump to the ledge on the 
other side and explore it before going through the east exit. Jump over the 
trapdoor and walk into the caver. GO down the west tunnel and cover the lava 
for a Spiritual Invincibility,. Then go north to the Check[point and kill the Purlin. | 
Continue forward to kill two more Purlins (use the Grenade launcher). Jump to the | 
third Purlin's ledge. If you miss, run along the right wall to a ramp at the 
southwest comer. 


me 8 8=6Continue forward and kill more Purlins as you explore the right area. Get the 

| Grenades and Rockets on the left side. When you've killed them all, climb the hill in 
ah i the middle and jump across the pillars to a platform with Life Force and Full Health. 
i Jump back down to the ledge and go through the northwest exit to a hallway. Kill 
@) the Cyborg on the right and grab the items to the left. Walk forward and leap the 
@ | trapdoors as you go. 
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You roar a (== room i with a narrow eda. Grek the Tek Arrows at either end, 
then jump up the pillars in front of the entrance. At the center, look down and 
Grenade the two Purlins as they rise up to you. Finish them off when they reach 
the top. Now jump to the west side and enter the tunnel. Kill the Cyborgs as you 
pass through and enter a room with Sergeants and lotsa items. Take them all and 
use the Teleport Pad. You appear in a hallway. Follow it to a junction and continue 
straight ahead to a room with four platforms. Disable the Attack Robot and jump 
_ the celal to the ae me 


Paces aces « on ithe highest nlatfortn eck jump eopes a falce welll: Walk down the hallway ancl gather the 

Life Force, then kill the Infantry and gather the ammo and Health on the ledge. Drop into the room and get 

the Health pout of the round alcoves. Walk west through the exit and to a T intersection. Kill the Sergeant 

to the ert and use the life behind him. Go down either hallway at the bottom and kill the Sergeant at the T 
intersection ahead. Go north and fight the Cyborgs to find a room with a save 

— shrine. Amen! Walk south and shoot the Attack Robots from the safety of the 

® door. Explore their room for items. 
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Return to the shrine room and go down the ramp to a hallway. Kill the Cyborg to 
the left at the intersection (grenades around the comer), then gather the items =a 
at the dead-ends and continue south. Kill the Cyborgs t the next intersection = == \= 
and gather the Grenades. Continue ahead to a pool. Kill the Sludge Beast inside Some 
before you enter. Swim through the south tunnel for four Grenades, then return |S 

to the pool room and swim east. Follow the tunnel to a large room. Walk left for Tek ince pres up thes 
ramp for more. 


— Continue down the hall to a room with slime at the bottom. Search the ledge 

- i around the wall for power-ups, then jump to the floor platforms for weapons. 

if Leave the room through a hallway on the west and shoot the Alien Infantry at the 

| intersection. Walk along the ledge to the east door and walk all the way back to 

4 the pool room. &o0 through the north tunnel and bounce Grenades off the ceiling 

OY 'y into the pool to kill Sludge Beasts. Walk forward into a larger slime room with more 
W266 Beasts. Run through it and into a tunnel. 


take the Tek Armor in the alcove (Quarded by a Sergeant) and continue forward 
to a large room. Get the Shells on the right and then the Grenades on the left. 
Jump down the line of Life Force tokens to land on a platform fer below. Take 
the Ultra health and Life Force and use the Teleport Pad. Walk forward through 
the Checkpoint and jump the trapdoor. Those bumps on the wall are laser 
beams. Trigger the beams, back away, then quickly run through before they 
activate agaiGn. Turn around and Back into the pit to fall and grab the Life Force, 
then immediately climb up and out of the lava. Now jump across the pillars. 


Kill the two Sergeants around the comer and take the 25 health. Go to the next 
intersection and kill the Sergeant on the right. grab the Grenades across from him 
and continue forward. Kill the Sergeant on the left, take the Rockets on the right, 
and go through the door. Jump the trapdoor to take the items, then drop through 
it. Walk forward to a Levitation Field which carries you up to a room. Walk into the 
me room and use the Field to the left. Jump to the south ledge and shoot the Robots 
4 in the middle. Jump across and take the FusiGon Cannon, then jump to the west 
pane and use the Field to reach the save shrine in the northwest corner. 


Use the Field to fly up to the north | eaeraneeny — the jaar fare anc ealic 
into a room with a Robot and four exits. Use the north exit first and take the 
ammo Qquarded an Alien. Then use the south exit to a room with two Infantry. 
Shoot them and climb the left ledge for Full Health and Life Force. Grab the 
Rocket Launcher on the floor and return to the four exits. GO east to a T 
Intersection, then turn south and take the south exit. Follow this LONG tunnel to 
@ large pillar room. Blast the enemies by strafing; there's ammo almost 
oe in here. 
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When fel re done a everyone Hee sipasaaeairite ‘walk ean the horth exit itl S le Rian = with — 
lasers, SO watch it). kill the Infantry, and go up the Levitation Field and through the north exit. Walk into a 
large room WIth a Lee Central platform. Go to the west side and climb the ramps to kill the Cyborgs and 

: i Hit Attack Robots. When they're all gone, go to the ramp with the gold Robot and 
Walk through the false wall on the left. Jump to the other side and a secret 
hallway with Life Force and the Infinite Lives cheat code! Watch out fore Alien 
Infantry on the way. 
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When you reach the end of the hidden ledge, jump to the central platform and 
grab the ammo on the different levels. Return to the ramps and go through the 
south hall to a room with three Infantry. Shoot 'em and go to the left platform 
for Tek Armor and Life Force, then turn west and walk ahead to the Levitation ; 
Field. Go through the east exit and down a long hall to a Checkpoint ina pool. Hit —= 
the Checkpoint and grab the Life Force and 25 health behind the two Attack Robots. 


Walk east to the exit and kill the Sergeant. Walk around the ledge along the wall 

and kill the Infantry in the comers, then drop into the room and grab the items. 

The stuff in the center is quarded by a brigade of Robots. Go through the north 

exit to a Levitating Field quarded by Infantry. Float up to the left exit. Follow the 
hallway to a Checkpoint and a long pathway. Walk slowly forward to shoot the 

Cyborgs as they appear. Grab the Health power-ups (carefully!) and continue along 
the pathway to a room. Use the lift on the south wall and destroy the Attack 

Robot at the top to take the Ammo and Health. Go into the north lift and destroy 
another Robot guarding items. Grab that Fusion Cannon ammo! 


Drop down to the room and use the west lift. Walk forward and hit the Teleport 
Pad to emerge in the T-Rex's room. Aw, geez! Use the Fusion Cannon to shoot 
the T-Rex, then go to the Rocket Launcher, Grenade Launcher, Mini Gun, Pulse 
Rifle, Tek Arrows and Assault Rifle. You'll probably run completely out of ammo, 
but you can grab more on the walkway and in the small tunnel at the north side 
of the room. avoid the deathtrap alcoves in the south, west and east walls. 
When the T-Rex dies, grab the final Chronosceptor Piece. Don't use it yet! Save 
the game instead. 


Drop down to the room and 
| use the west lift. Walk 
| forward and hit the Teleport 
) Pad to emerge in the T-Rex's 
) room. Aw, geez! Use the 
| Fusion Cannon to shoot the T- 
es | Rex, then go to the Rocket 
Launcher, Grenade hevreher Mini Gun, Pulse Rifle, Tek Arrows and Assault Rifle. You'll probably run 
completely out of ammo, but you can grab more on the walkway and in the small tunnel at the north 
side of the room. avoid the deathtrap alcoves in the south, west and east walls. When the T-Rex dies, 
grab the final Chronosceptor Piece. Don't use it yet! Save the game instead. 


Walk down the long hall, collecting every weapon. The Teleport Pad sends you to the Campaigner. Hold 
down the X button as you warp and hit the Campaigner with the Chrono the moment you appear. Shoot a 
second time before he jumps away. If = strike with all three shots, the Campaigner only has about °0% 
energy left. Skip the Fusion Cannon, it doesn't work, and 

— use the strategy of backing up whole shooting Tek 

| Arrows, Explosive Shells, Mini Gun, or Assault Rifle. His 

| force field blocks the other weapons, and it takes a LONG 
4 time to destroy. Grab extra ammo along the outer walls. 
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All emia CMG TSMMGGTS 


This cheat gives you all the weapons in the game and full allotments 
of ammo for each. Ever wanted to see what the Chronosceptor can | 
do to a plain ol' Soldier? Now you can! i 
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Dana Mode: DNCHN 

This cheat turns on the Tiny Enemy Mode and Show Credits. Tiny 
Enemy Mode turns your enemies into adorable little guys (who still 
do great gobs of damage). Show Credits gives you a peek at all the 
people who mace this lovely entertainment product. You can only 
choose the Show Credits option from the main menu, not within 
webs game. 
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| aleco Mode: ‘SNFFRR- 


John Travolta, eat your heart out. Disco Mode turns on the 
multicolored light strobe (similar to the visual effect when you grab 
a Spiritual Invincibility), and all your enemies are too busy booguing 
in circles to attack you. 
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Gallery: THBST 

Get an up-close-and-personal look at all the game's bad guys, 
rotating, zooming and learning all of their names. (The name 
reappears if you don't move the bad guy for a while.) You can only 
choose this option from the main menu, not within the game. 
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Greg Mode: GRGCHN 

This cheat turns on the All Weapons, Unlimited Ammo, Big Head 
Sesh, and Show Credits options. All Weapons, you know about; 
Unlimited Ammo is pretty dang obvious; Big Head Sesh gives your 
Opponents giant craniums; and Show Credits, you also know about. 
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See All Enemies: NSTHMNDNT 


Shows the location of the enemies on your map as Red arrows. 
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Paint beautiful rainbow colors all over the world. 


Infinite Lives: FRTHSTHTITRLSCK 

Who wants to live forever? Heck, we all do! And this code gives 
Turok practical immortality with an endless procession of lives. 
Jump off cliffs, get clubbed to death, whatever--Turok keeps 
coming back for more! 
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| Vas : fi-iy ' See the world in black and white with this cheat, which turns off 
/ | Y/ | | | | all the textures. It's like Battlezone meets Turok. How retro! 
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Robins Cheat: RENSMT, H 


The mother of all cheat modes, this one activates Invincibility, 
All Weapons, Unlimited Ammo, Big Head Sesh, and Show Credits. 
Invincibility is just that—you can't take any damage from 
anuthing, and the only way you can die is to take a fatal fell. 
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| can shoot as much as | want! 
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Spirit Made: THSSLKSCL 


Like the Disco Mode, only better; it's like having Spiritual 
Invincibility on all the time, with your enemies moving in a 
perpetual state of slo-mo. 


See eeeeceeeeoeeoueeceeceeecee eee eeeeeseeeece eee eee © Bs 


eeeesen Seeeeveeeeeeeeeeeueee eee ee eee eeeoeoee See eeeeeecee Seeeeese Ceeoeeeesee ee eae eeeeeeeee ees eee ceeeene 8B eees 


Show Credits: FOTHMGS 

It takes a cast of dozens to put together a game like this, and 
now you can see all their names without the tedious process of 
actually playing all the way through the game. 
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Quack Mode: CLLTHTNMTN 
Now that’s just plain silly. 
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The dissection of 


In the following twelve pages. we have dissected the hardest levels of Midway's Doom b4, 
complete with the three hidden levels that can't be accessed even with the cheat codes- 
We hope you have as much fun using this guide as we did in creating it‘ for the express 
purpose of saving you the long and arduous task of searching aimlessly — looking for that 
one last secret hidden who knows where- In these pages. you will be able to find all the 
secrets. hidden places. and all the power-ups that make the game of Doom the best first 
person shoot ‘em up available for the Nintendo b4. 


We have made the guide as user friendly as possible. by providing you with the informa- 
tion on the location of the secret areas.i key and door placements (color coded. of 
course), beginning and exit markers. and areas of note. where a tip or two will help you 
find an item or help you dispose of a demon- We did not want to insult your intelligence 
by telling you how to kill every demon that comes on screen — we figure you can pull the 
trigger with the best of ‘em (although we have provided some basic strategies on the fol- 
lowing page)- Also.i on most levels. we have included a short paragraph that explains how 
to solve a puzzle or a simple strategy for the best way to get through a situation. All 
of these markers (legend below) can be seen in the map that we have layed-out for each 
level- When looking at the map. you will notice that the location of each secret or tip 
has been identified with a number that corresponds to the secret or tip as shown in the 
text. There are also several screen shots that help you identify the object or location 
being described in the secret/tip- These shots are also coded with a letter and can be 
found in the map. as well- Keep in mind. as you use this guide. all the notes and refer- 
ences that are made regarding the number of demons; etc-1 is based on playing Doom 64 on 
the default difficulty setting (Bring it on!). 


_ On each map you will find several icons which mark key locations on the 
map» Listed below, we explain what each one means. 


When you see one of these grey circles with a number in it. these are 
referring to secrets which are explained in the text nearby- There will 
be a larger version of the icon next to the explanation. 


We will put the little skull either directly on the location of the key 
or near it with a line pointing to the exact location. 


We'll mark all the doors, switches--- whatever, with a fancy colored box 
to show that you need the appropriate key to pass through. 


This icon marks the place in the level where you start. 


We'll use this one to mark the exits. 
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What we've included. 


You will notice that we started the guide with level one and ended with level 32; skip- 
ping a few levels along the way- Well. the first nine levels are pretty straight forward, 
and any self respecting game player should have no problems getting all the secrets and 
making it to the end of the each of these levels- We included level one because it has a 
trick (the most complicated of them all) to warp you to level 32, and we left out level 
Ld as it was just a simple jaunt up a flight of stairs. 

Between the puzzle solving tips. locations of all the secrets. and tips on the best ways 
to accomplish a task. you have all the information required to get 100% in each of the 
categories (kills items. secrets)- We've left nothing out! 


Basic strategies, 


The most useful1 and basic. strategy in Doom is called "straf- 
ing™- This technique is accomplished by using the right and left 
Shoulder pads or, more easily. by holding down the bottom yellow 
button in conjunction with the analog stick- This will allow you 
to move from side to side- This enables you to avoid the enemy's 
incoming fire. while still allowing you the control to keep your 
Sights set on him- Of course, this works best for situations 
where the enemy is in front of you. and you're not getting pelted 
from behind or on the side- If you are being attacked from all 

3 | angles. using the strafe technique will probably cause you to get 
ee een a hit by their weapons even more! For those situations, it's best 
Check out that profes- to find a corner to hide behind, then strafe out when the coast 
sional strafing action. 1S Clear. let off a few rounds, then strafe back behind the wall- 


If you're having trouble finding secrets 
in the earlier levels. you might want to 
keep this in mind: There's a clue to 
almost every secret. Sometimes it will be 
a plaque that looks a little different 
than the ones next to it, or the texture 
on a certain part of the wall is different 
than the rest of the wall- It could be 
lighting in the hallway shining on a par- 
ticular area. or a section of the floor 

See the funky wall? that opens a platform down the hall. For 
this reason, it is wise to keep your ears open as well as your 
eyes- Quite often, you will hear something happening, but won't 
see it directly- 


The Env. 


We didn't want to ruin any of the fun in beating level 28 — The 

Absolution — that you may experince, so we didn't show you any of 

the screen shots- However, a helpful hint.i and this is all we will 

Say on the subject, is that going to the three hidden levels 

(30,31,32) will get you the artifacts you need to help you beat - “~ 

the last boss- Now go at it! These are the artifacts 
that will help you beat 

the last boss- 
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| the secret warp to Level 3e: Hectic, is 
all about the barrels — here’s how to 
find it- From the getgo., DONT shoot the 
barrel to your immediate right- (B) 
Instead. jump down and shoot the one in 
. J the left-hand corner- Next. consecutive- 
ail ly shoot the rest of the barrels 
throughout the the level, (for this to work, you have to find and 
shoot them all) leaving the one we told you not to shoot for last. 
Once you've accomplished this. don’t go through the exit, instead, 
head back to the hidden Teleporter (see Secret #5) which warps you 
back to the beginning of the level- Next, the lights go out and a 
Zombieguy warps into the room- Shoot him dead (CC). immediately turn 
and shoot that last barrel (D). then dart into the room behind you 
and into a hidden teleporter before it closes up (E)- 


Q Secret #1 - UP PERISCOPE: 
walk down the hallway, you'll hear a platform lower. 
Armor inside the alcove (A). Once inside the alcove, 
now turn left and press the wall- 


Secret #2 --A FACE THAT ONLY A MOTHER COULD LOVE: 
energy cell (C). 
Secret #3 - EXIT: STAGE LEFT: When you've finished the level and are on your way 


out, you've got four exit switches to choose from. 
aio _ that extra 15% you were looking for. 


Leve! 10: The B 
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Q@Secret #], - ARMOR BONUS: 


After hitting the two switches that raise the steps; 
Turn around to see a Combat 
you will be raised up — 
To your right will be a rocket launcher (B).- 
Press this face to reveal an 


Hit the one on the left and 


nrc 


Click. o 
the silver-looking panel in the 
left-hand corner of this room 
(see map for exact location)to 
reveal some armor. Easy! 

Secret #e - BERSERKER BONUS: 
Click the switch on the wall nex 
to the Blue Keys then turn aroun 
and dash across the hallway and 
around the corner for a Berserk 
Pack- 

Secret #3 - YET MORE ARMOR: 
getting the Berserk Pack in 
Secret #2, head back towards the 
Switch and head to the right- 
Follow the corridor around the 
corner and press on the differ- 
ently textured wall to reveal 
some more Armor — Make sure you 
shoot that Barrel! 

Secret #4 - SOUL SPHERE BONUS: T 
get this obvious secret, first 
jump across and press the switch 
— which is inset in this plat- 
form. (A) Quickly head to the 
right-top corner of the room and 
onto a temporarily lowered lift 
in the floor- Walk forward a bit 
and blow up the barrel; but don’t 
go into the Teleporter- Instead; 
get back on the lift and ride it 
up to a hidden Soul sphere. 
Secret #5 - HIDDEN TELEPORT: 

(Level 32 Warp): This panel is 
located in the hallway directly 
across from the Blue Door- Simpl 
press to reveal it. but don’t go 
into it until you’ve completed 
everything listed in the summary 
below- 


Afte 


aw 


eeving 


Level 11: Bye of 


MSecret #1 - UNDER YOUR NOSE: This first 
secret is literally right behind you when 
you first start the level (A)- Open the 
door and go Berserk! 

Secret #2 - CAKE WALK II: Another easy-as- 
pie secret, this platform lowers after 
you've hit the two switches across the 

way- Go inside (B) and get the backpack 
and super shotgun. 

Secret #3 - JUMP FOR IT: On the ledge; 
where you found the yellow key. you'll 
notice a switch on the wall across from 
you (C)- Back up to the right edge of the 
ledge (as you face the wall). and jump to 
the switch - hit it as you go by- It may 
take a few attempts, but you'll get it 
eventually- This opens up a sunken hallway 
(D) next to the teleporter you used to get 
on the ledge- You'll find some health 
bonus deals and once outside. you can jump 
to the ledge and get the Soul sphere. 
Secret #4 - WALKING THE THIN LINE: (E) In 
the Hallway where you got the Red Key. get 
on the left-hand ledge at the end- You 
will hear a platform lower as you cross 
the intersection of the hallway- Run along 
the ledge until you get to the open area 
and then jump inside- The door will close 
on you — open it up and jump across to 
the other ledge and run back down to the 
right until you get to the opening. You'll 
get bonus Armor in the corridor, and when 
you open the door outside. you can jump 
across and get the Mega Armor. 


yee rammaiortn 
eae et nee mime cet nn nora 


the Storm 


No major puzzles to 
solve on level ll.i but 
there are lots of 
. z= ¥ secrets — and don't 
= | _ forget the two Hell 
Pee e —— ia Knights and the Baron 
of Hell waiting for 
you when you open the. 
red door- Be prepared! 


Altar of Pain is no tougher than any of 
the levels that have come before it, 
except for the fact that it is. in theo- 
ry. 4 stories high with many: passageways 
— making it easy to get turned 
around and confused- The sequence of 
keys start with the Blue and end with 


the Yellow — all of them are in : 
plain sight and easy to retrieve. f 
The best tip we can offer for this / 


level will save you some grief 
Cand probably your life): When 
entering the Red Door, be advised ¥; 
that there are two Baron’s of Hell 
waiting for you- The first, is 
directly in front of you. across 
the room- The second. is out of 
Sight to your right- What you 

need to do.is open the door then | 
go no further- Instead. back up | 
and start launching some rockets \ 
at your lumbering adversary (A)- 
Once he’s dead. peek your head in \ 
just enough to get the other’s \ 
attention (if he hasn't already 
been alerted to your presence), 
then back right out and repeat the 
process (B)- Now that they’re both 

dead. collect those power-ups. iieaiiiasec 
click on the panel. grab that ° gee 
fleshy new weapon (C) and re 
immediately turn around to ae 
deal some laser-death to the two Imps 
that just warped behind you- (D) ™ 
5 


i i ee 
ee 


@ Secret #1 - OBVIOUS: The first secret is 
no big deals especially when compared to 
how tough it was to discover the @nd- All 
you need to do is. from the start. head 

right. into the tunnel. and press on 
fom, the middle right-hand wall. It 

f em S\ Opens up to reveal a Soul sphere. 

{ J \ Secret #2 - OBSCURE (Warp to 
~” © \ @evel 30): To find this little 

—h : gem of a secret. you have to 

\ first have activated and 

‘\, gotten the Yellow Key- With 

\ that done. you can now run 

_ and jump across the area | 

\ from where the key was to 
a raised platform with a 

Soul sphere on it- Next, 

} keep going and run 

straight across into what 

| seems like a solid canyon 
} wall- Viola! You are now 

| inside the passageway 
| leading to the secret 

level warp which teleports 

} you to level 30. 
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Getting the blue key. and keeping alive while doing it. are the two 
hardest things about level 13- If you're not up to full health and 
armor, go to secret #2 before going any further- Once you hit the 
SWitch, the columns open up to fire those pesky metal darts at you. 
and they’re coming from all angles- Then you’ve got TWO Barons of Hell 
coming after you- Block all that out of your mind. and zig-zag (left, 
rights left, right) through the maze of columns to grab the blue key: 
then head swiftly to the left and to the platform. If you do this 

- smoothly. you'll still take some damage. (65-100 health points) but 
you will survive- : 


@ Secret #1 - CORNER CUT: 


(A) - From: the starting - 
point, head left down the 
hallway and press the 
wall at the end- This 
will reveal a large cor- 
ner section with a 
Backpack and Ammo. 

Secret #2 - WIDE OPEN: 
(B) - Press the wall to 
the left.1 as you look 
into the room with the 
Rocket Launcher and 
Rockets- This opens up a 
very large area where you 
will find a MegaSphere 
and a BFG 4000 — oh yes! 
Secret #3 - SMALL WALL: 
(C) - Before you enter 
through the Red Door, 
take a left down the Red 
Hallway to the second 
step and walk through the 
Faux wall.i on the left; 
to get a Soul sphere. 

tip #1 -* DOOR. #3:..(D) - 
Before you reach for that 
Shotgun. note that the 
walls will go down and a 
big bad Baron of Hell 
awaits to greet you- 

Tip #e = FOOL.”S ARMOR: 
(f) -- After you kill the 
above Baron and hit the 
Switch on the right. a 
door to the left opens: 
showing a Mega Armor on a 
pedestal. Go for it and 
you'll wind up in a pool 
of slimes dying unceremo- 
niously- Get it from the 
top. a little later on- 


Love of 13: Dark f 
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Puzzle-wise. Eye of the Storm 
isn’t a tough level to get 
through- There are relatively 
no brain-busters., (other than 
the #1 secret) but there’s 
plenty of bad guys to worry 
about- Your best bet would be 
to clear the bottom. water- 
filled area of baddies first, 
then head up the stairs to 
work your way through the rest 
of the level. 


@ Secret #1A - HIDDEN 
SWITCH: See that 
Shadowed. inset area 
with the hanging 
shrunken head on the 
right? (A) Push on 
that section and the 
Wood Gate. down 
below, temporarily 
raises- (B) 

@ Secret #1B - RUN & 
JUMP: Now, quickly 
turn around and jump 
down off the lowered 
portion of the wall 
(C) to make it 
through the gate 
before it lowers. 
(D) Now continue up 
the elevator and 
grab that BFG! (E) 


oooo9a0 
oOo co00 


The Shell Game is reborn in 
level 15- In the water room, 
you will press the switch 
and then turn immediately to 
your right- You will see a 
Soul sphere (A) above one of 
the five columns- Note which 
column it first appears 
over. because it will move 


a minute or so. a bank of 
five switches opens up 
directly across from the 
columns- Hit the switch that 
corresponds with the initial 
location (B) of the Sphere. 


and the Blue Key will come 
down from its pedestal. 


om 


\ y Yo | . 
ZUTTTeS 


from column to column. After 


You will get both the Sphere 


@ Secret #1 - EASY PICKENS: In 


the water room. where you get 
the Blue Key. look to the 
right of the wall and youll 
notice an off-colored portion 
of the wall- Obviously. this 
is the wall you want to open 
up- There’s a Backpack. 
Rockets.i and Shells in there. 
(<) 


@Tip # 1 - STAY PUT: After 


opening up the door: poke your 
head out to see the baddies; 
then get your tail back in the 
room and let the rocket 
launching Plaques take care of 
all the Imps for you- While 
the Plaques reload. get on out 
and go to the right. 


©@ Tip #2 - TARGET PRACTICE: When 


outside. enter into the room 
with the Lost Souls and 
Megapshere and Mega Armor on 
the platforms- Kill the Souls, 
and then head toward the north 
end- Shoot the switch on the 
lefts then immediately shoot 
the one on the right (D)- Both 
platforms behind you have now 
come down. and you can take 
them up to get the items (E)- 
You'll need to repeat this to 
get the other item. 
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Level lb is pretty even 
handed — no major puz- 
zle solving going on : 
here- If you’re short on 
weapons or armor, head 
directly for the water. 
There are a couple of 
Cacodemons that need to 
be wiped out, but you'll 
find a Chaingun. Super 
Shotgun.i Mega Armor, 
and bonus Health for . 
your troubles: Also. 
the Red Key is down 
there. and that’s the 


= first key. alae 


require. 


Ke Dey 


pat hae #1, - BOOKSHELF #2: 


Once you enter the Blue 
Room.1 turn immediately to 
your right and press the 


demon-faced panel (A)- Turn 


back to your left (straight 
ahead) and walk to the 
bookshelf ahead of you- 
Press the bookshelf and 
ride iti elevator-style. up 
to the alcove (B)- Jump 


into the alcove and get the 


Plasma gun. 


@Tip #1 - BLUE VELVET: When 


you’re in the Blue Tunnel, 
the one with all the Imps 
and Nightmare Imps. and 
after you get the yellow 
key. don’t forget to walk | 
out onto the ledge (C€) and 
get the Soul sphere. 

Tip: #2 .=- SLIME: DEATHS aust 
when you thought you fin- 
ished off the level. the 
floor raises and if you're 
not ready. you could find 
yourself dying a slow, 
Slimy death (D)- When 
killing the Lost Souls. be 
Sure you're in the middle of 
the room. on the blue tiles 
(E)- Live long and... 


euel 12: 


There are two main areas to this 
level — the outside wide-open 
arena (A) and the, more-restrict- 
ing labyrinth (B). Although 
there are really no puzzles to 
figure out, this level compen- 
sates by throwing a slew of bad 
guys at you- To get through the 
level quickly. you need to first 
head to the labyrinth and deal 
with the onslaught of: baddies 
that continually warp into the 
area (C). Next. grab the Blue 
Key and head for the Blue Gate 
(see map for their locations). 
Once you've done the whole 

~ secret teleport thing. ¢see the 
e secrets for the details) head 
back to the arena — stopping to 
snag the now-available 
Megasphere (D) (leave the 
Invulnerability Artifact where 
it is) — and get ready for a 
major battle. The monsters 
attack in waves. starting with 
plain-old Shotgun Guys through 
the lovely and charming 
Cyberdemon (E) (now's a good 
time to double-back and grab the 
Invulnerability Artifact). Once 
you've wasted him, head for the 
exit! CF) } 5 
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@ Secret #1, - LOOK BEHIND 
YOU: Immediately back 
up after teleporting 
from the Yellow 
Teleporter then shoot 
-your Super Shotgun (at 
nothing in particu- 
lar)- This opens up a 
door directly behind 
you- All you have to do 
now is crank back on 
that analog stick and 
you're in! Now. just 
click on the panel set 
in the wall behind you, 
to open up the hallway 
for power-ups that will 
help you kick-ass later 
on. 

Secret #2 - LOOK BEHIND 
YOU - PART TWO: After 
completing Secret #1], 
run straight across the 
hallway. (if you warp 
back to the Yellow 
Teleporter, just tele- 
port back again and 
push forward this time) 
up the elevator and 
onto the Teleporter. 
Now teleport back again 
to where you just were 
and repeat the rest of 
the steps from Secret 
#],. 


eve 10: Spat Wey Fear 


| a oe a | Roper QO Secret #1] - BOOKSHELF: Push the 
fH , TT" metallic demon plaques on the 
f \LRAA LT ; . on a a = | opposite wall and the bookshelf 
i RAY? =_ | | mm yon — { lowers to reveal 2 Medkits- 
ft “TI i Laie s Secret #2 - FAUX WALL: Hear that 
SS ok A —— shooting? There’s two Zombiemen 
(| leo 1 i] a 7 nestled behind the seemingly 
5) | | gob - — = solid wall- Walk right through 
iL tpt ; it. shoot the baddies and snag 
7 8 (i f co". je, the Soul sphere and Health 
a = = , Potions. 3 
J > Aat.n , © Secret #3 - DEMON STATUE: Push 
| A‘ | me *) the 3rd- demon statue on the 
) 4 ) right in the dark hallway for. 
V - Pa the Plasma Rifle. 
a Secret #4 - CANYON WALL: Push 
the canyon wall to reveal a Soul 
~~ Sphere and other assorted ammu- 
ak : nitions. 
mee Secret #5 - LEVEL 31 WARP: IN 


There is one sticky puzzle in this level. which 


involves the Blue Key- In order to snatch it; “e) THE VOID: As you're heading up 
: : ate >i the stairs to the exit, a door 

you must first kill the Baron of Hell waiting CY opens in another area. 

for you in the room opposite the slime room : : bit Immediately backtrack outside, 

(A)- Click on the panel in this room (B). then: Yea A to the left and jump through it 

make your way to the room with the 5 panels on | (>. to warp to secret level 3l.- 

the wall (C)- In the next room is the Blue Key | “J , 


and a Hell Knight guarding it- Kill him (D), Pant 7 or tien seayouen 
then step on the platform in the upper-left Lo SF PRZ 
corner of the of the 5 panel room and shoot at 
the last plaque directly across from it (E). 
Finally. quickly dart back into the room and 
snag the key before the platform it’s resting on 
raises back up (F).- 


he. @ Secret #1 - SOUL SPHERE: 

(C) To the right of the 
4 Red Door is a Backpack. 
a es 


Push that wall to open up 
the first hidden room. 
There will be a Hell 
Knight waiting for you. as 
well as a Soul sphere. 

@ Secret #2 - DOOR #2: (D) 
Drop down into this area 
and kill the two Hell 
Knights- Then hit the 
Switch and run up the 
stairs (on the right side 
- facing up)- The Mega 
Armor is in the room that 
just opened up- After you 
grab the armor, the secret 
room opens up downstairs, 
at the back of the room. 
Go get the Rockets and 
Backpack that await you. 

© Secret #3 - THE BIG “U 
(E) There is a Hell Knight 
guarding this switch. Dust 

The main trick to level 20 is | him off and then stand as 

getting the Blue Key- As soon as . far back from the switch 

you start the level, kill every- —— aS you cana but still — 
body on the first and second BL Tee ereecest” any ves. being able to activate it- 
floors’ this, obviously. will Hit the switch, pull back 
allow you to concentrate on the on the stick and go back 

Blue Key. uninterupted- Use the Blue Door as north. so you down the steps, turn - 

want to stand on the east (right) side of the key- Use pic- right. then left. and into 

ture (A) as your reference point - you have to be exactly in the wall that opened up- 
that position. and use the Super Shotgun- Fire one shot into You'll have to be quick 
the column, and the Blue Key will be yours (B).- and accurate to get the 

BFG 9000 that's inside. 
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Level 21: Prtjalls 


= siemens nas RECA Kom . a 
ms | ~ — ay. . order to find this tucked away 


room. you need to take a dip 
in the lava- Don’t fret. there 
are two Radiation Suits down 
there for your protection. The 
best way to find the room is 
search around for a platform 
that doubles as an arrow sit- 
ting in the lava- Follow it 
into a crevice where you'll 
find a switch- Click it and 
wait for the elevator to pick 
you up and whisk you into a 


a room full of wholesome good- 
/ ttm ™. ies- | 7 
Probably one of,the most ¢—fy\}—> @Secret #2 - SHOOT THE GRINCH: 


annoying puzzles is get- “~ KJ 
ting to the outside a 
Teleporter- To do this. Neal 
make your way around the 

uneven platforms until you get to the area with the 
4 columns. (A) Edge to the right of the forward-right 
column (B) and run across to the elevated platform 
directly ahead- Continue forward until you find the 
Teleporter (C)- The other. is finding the Red Key: 
Teleport back outside after completing the indoor section and fol- “Es as 

low the left-hand wall upwards until you see a Soul sphere ()D)- hoe tale i id Wii tac cece ead 
Grab iti then run along the path to the right. collecting the @ Secret #3 - UNEVEN TEXTURED 
Health Potions. until you reach the switch jutting out of the WALL: Press on this uneven 
ground (E)- Click it and the Red Key will appear on a floating textured wall in the dark cor- 
platform in the middle of the lava. back and to the right of you ridor to reveal lots and lots 
(F). Just run and jump across and snag it! of Medkits and Rockets 


) 
F 


There’s a row of nasty-looking 
faces on each side of this 
dark corridor. Pass them up 
and then turn around and shoot 
the end- face on the left 
(you'll know it’s the right one 
if it grimaces at you while 
its eyes glow red)- Quickly 
run straight ahead and enter 


Burnt Offerings is a fairly simple 
level to get through- Be prepared 
for lots of strafing/dodging as 
there are tons of Arachnotrons that 
pop-up throughout the level- There 
is one room where we can Save you 
some grief (and health). which is 
right when you enter the Blue Door. 
In this room. there’s a Rocket 
Launcher resting on a pedestal (A). 
If you greedily grab it. you become 
temporarily trapped and pelted with 
darts from all 4 directions for a 
period of 5S seconds 
(B).- To get around this 
and still snag the 

» weapona head to the 
'wall to the left of the 
_Launcher.sa and push 
until it opens up to 
reveal a switch (C)- 
Click the switch and 4 
panels will raise up to 
block the darts (D)- Now you can 
safely get the Launcher without tak- 
ing any damage. 
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O Secret #1 - ILLUSION WALL: 


J fo a After you open up the yellow 


doors, head straight into the 
wall ahead of you (on the 
lava island). This is a Faux 
Walls go right through it and 
get warped to the cove on the 
other side of the block. 
You'll get a mega sphere and 
rockets. 

@ Secret #2 - WHAT THE Zxa# IS 
THIS?: Stand on platform (end 
level of Castle) and fire one 
shot from the Super Shotgun 
at the demon plaque- The wall 
will drop down- Jump on it 
and get the baddest weapon 
ever made- And some Ammo.- 
Secret #3 - AMMUNITIONS: Walk 
to the wall directly across 
from the exit- Open it and 
get some ammo. 


The main puzzle to level 20 is releasing the barriers 
that are in front of the exit switch- You flip the 
key switches on the four square block in the lava 
room (A) where secret #1] is- You have to flip the 
Switches in sequence as to how they're shown in each 
little picture frame next to the release switch. 
Switch #1 (B) is in the room where you found the Blue 
Keys Switch #2 is down on the water level (€).4 and 
Switch #3 is next to the exit (D)- The actual release of 
Switch #2 takes place on the middle level of the .rroom- 
When first entering the room, kill the Arachnotron, then 
a platform lowers- Hit the switch to be taken up to where 
two Hell Knights guard two switches that bring up some 
columns- Walk across the columns to the other side of the 
room, walk to the platform on the left and hit the 
Switch- This releases the middle level. and four 
Cacodemons- Kill them- Then drop down to the middle plat- 
form and hit the switch (E)- Now you’re done — the exit is 
no longer barricaded- To the right of you is a portal 
that will get you back up top- Take the columns back 
around to the entrance and drop down to exit this room. 


i) Secret #1] - THE CRUSHER: Push the dark colored/different textured section of the left-hand 


wall at the top of this staircase for a Stimpack and a Backpack- 


Beware! The moment you press 


the switch and snag backpack, the ceiling drops and will crush you if you dawdle.- 


@ Secret #2 - TELEPORTER: Push on the wall directly to the right of the Blue Door to reveal a 


Teleporter which transports you to the Green Acid Pool downstairs. 


jump off. 


Grab the Megasphere and 


© Secret #3 - HIDDEN PASSAGE: Push on the diamond-textured wall in this hallway (it’s to the 
left. then straight — see map) to pick up the Combat Armor and a couple boxes of Rockets — 


not a bad day’s work! 


@.Secret #4 - GARGOYLE: See 
the area where the Yellow 
use the Super Shotgun for 


the platform outside with the Gargoyles perched atop it? Go up to 
Door is. stand at the first window and shoot the Gargoyle (you must 
this to work) until it disappears and is replaced by a Soul sphere. 


What are you waiting for? Go grab it! 


1+ VHE ROCKET LeuLNtHEn! 
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@Secret #2 -° 4th. SIDE'S A CHARM: In the column room, hit the side of the column 


Level 24 - you've 
almost made it to tl 
promised land- But, 
you have to go mano 
mano with the 
Cyberdemon- The bes 
Strategy for dealin 
with this behemoth 
to get him to chase 
yous Once you've got 
full armors ammoa . 
health, get your BF 
4000 ready and take 
shot at him- Then m 
around the main rou 
building. keeping t 
Cyberdemon just out 
of reach by staying 
around the corners 
the buildings. Ecer 
so often, pop out a 
fire a couple of 
rounds. and then du 
back around the cor 
ner- If you're accu 
rate enough. it 
should take b or 7? 
Shots of the BFG to 
wipe him out- Killi 
the Cyberdemon will 
end the level and g 
you to your final d 
tination., “Absolutic 


oOo 0 0 
0000 
0 an o 0 
Q@sSecret #1 - TARGET PRACTICE #2: From the ledge with the oo 0 O, 


health potions, turn to the left and fire the Super 
Shotgun in to the faces on the wall (A)- This will open up a room in the lava 
pit straight ahead — you can see it open- Run there and get the BFG O00 (B). 


(the one with three switches) that doesn’t have a switch (C)- This will lower a 
column behind you and give you a Backpack (D)- 

Secret #3 - STAIRWAY TO PLASMA: In the slime room with the spiral staircase, 
there’s’a secret room about halfway down- Open it and get the Plasma Gun and 
Energy Cells (E)- 

Tip. #L.- PREPARE YOURSELF: If you’re short on Armor, the lst- thing you should 
‘do on this level1 is ride the N-E- platform (F) on the outside of the main 

. buildings and then teleport across the way to find the Combat Armor (G). 
Beware1 as soon as you get it. four Shotgun Guys will be 
al m 1 Nn g a ¥ y 1a) u ” i UNO A SECRET ANEAt 
Tip #2 - A CAGED ANIMAL: Once you hit the switch (any of 
the three) in the column room and grab the Super Shotgun, 
the room becomes sealed and six shotgun (H) guys come a 
gunnin’ for your hide. 

Tip. #3 - DON’T TOUCH THAT DIAL: Not unless you’re really. 
really1s really. ready (not Helen). don’t hit this switch 
AI). The big guy (Cyberdemon) is set free when you hit 
this: switch (d).- 
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Level 30: The Lair 


The Lair is the first of the 3 secret 
levels where you'll reciecve special 
power-up icons- It’s a fairly small level 
in terms of its overall size and the 
only tough monsters are a pair of Hell 
Knights- Over and above the one tricky 
secret (#1). the only other little trick 
is getting a couple of boxes of bullets 
which are hidden inside alcoves in the 
hallway leading to the spiral staircase 
(E).- To open-up the e@ alcoves. just dart 
through the small side-windows in the 
rooms above the chamber with the 
Artifact (F). 


0 


Secret #1 - THE ARTIFACT: See that 
flashing artifact up on that 
pedestal? (A) That’s gonna’ power-up 
your your fleshy Pulse-Laser.- Here’s 
how to get it: First, head up any 
of the stairs and into the room on 
the left- When you enters a swithch 
temporarily appears on the wall 
Straight across the room (B)- Use 
the Super Shotgun and blast it- 0k, 
now what? Quickly turn left and 
blast the new switch in the adja- 
cent room throught the windows (C) 
whichs in turn. lowers the pedestal 
with the icon on it- (D) Yay! 
secret #¢2¢ - Once you've descended 
down the stairs and into the cata- 
combs, you'll see a row of gargoyles 
perched in small alcoves to your 
left and your right- Press on the 
first one to your right (it’s the 
only glowing one — see map) to open 
up an extended part of the passage- 
way to your left- Go there and grab 
the Combat Armor. then head back to 
the passage where the glowing gar- 
goyle is and grab the Soul sphere 
that has magically appeared! 
Secret #3 - Qk. while you're still 
in the catacombs. press on the 
glowing gargoyle to your left 
(again — see the map) to reveal a 
Berserk Package imbeded in the spi- 
ral staircase. 
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Level 31: In the Vor 


@ Secret #1 - THE ARTIFACT: Although this doesn’t register as a secret at 
' the end of the level. as far as we’re concerned, it should be- In order 
to get that shiny Blue Artifact, (A) you have to first complete the 
level. open the exit and run through the exit gate (B) (you've gone far 
enough when the ground shakes) — but don’t jump off the ledge or the 
level is over! Next, go back to the Artifact and click the switch 
directly in front of it- (C) — BTW. if you haven’t discovered the Soul 
Sphere nestled behind the block, now’s a good time to get it (D)- The 
Artifact temporarily disappears and you have to jam through the level 
the opposite end and snag it before it returns. Here’s the route: Turn 
around and head straight until you hit the Warp Gate. (E) Keep going 
straight — without hesitating — until you hit the next Warp Gate- (F) 
Continue straight until you come into the area where you started the 
level, hang right through the Red Door. and keep jamming straight ahea 
through the next Warp Gate until you come to the small platform (which 
is now raised) where you found the Blue Key- (G) Run up the platform ai 
to the end of the wooden beams where the Artifact is yours for the tak 
ing- (H) Nicely done! 


¥. 


There’s not much to report on this 
cool-looking level in terms of over- ry 
all strategy- Expect a lot of tele- 
porting back and forth and a lot of 
Hell Knights and Barons. The only 
sticky point is getting the | 
Artifacts which. we’ve layed-out for 

3 | your in detail. above --- Go to it! 


RET) 
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Hectic is. without question, the 
toughest level in the game- When you 
warp into it from Level la. you are 
equipped with the lowly. single- 
barrel shotgun- (A) The task at hand 
is to acquire the three keys. in 
order to access the “special“ exit- 
(B) Achieving this will take you. in 
turn, to the “fun* levels (#25: Cat & 
Mouse, #26: Hardcore and #27: 
Playground)- You can immediately go 
through the “Chicken* exit in the 
left-hand corner, but it will just 
warp you to Level e- There is no 
cheating allowed (i-e- God Mode, 
accessing other weapons. etc-), 
which makes this level altogether 
impossible. 

The first thing not to do is go for 
any of the goodies offered to you- 
Each one is a heinously deadly trap 
that will kill you instantly. (C) 
You're on your own. chum- Instead, 
head for the first (and easiest) 
key- From the start. open the door 
between the Chicken-out exit and the 
flashing Armor anda ina straight 
line, head directly to the Key- (D) 
The platforms will raise and lower 
in tandem. so you'll have to wait at 
One point or another- As soon as you 
enter the room, darts fly at you 
from every direction- If you stay in 
a straight lines you should only 
lose about 10 health points. Next, 
let’s grab the Red Keys which is in 
the room behind the door to your 
left — don't be fooled into thinking 
you can just grab it- (E) 

Once you do. the room opens up and 
youre locked in with three 
Arachnotrons- (F) You're on your own 
here- The only strategy we can offer 
would be to grab the Rocket Launcher 
in either back corner of the room 
(G) and start 
circling/strafing/shooting until 
they're dead- You'll take some dam- 
age.x but it’s not impossible- Now, 
head to the last door and walk 
across the stones to the Blue Key. 
Walk up to its but don’t grab it. 
Instead. turn around, back into it, 
then quickly bolt forward to the 
Closed doorway- (If you stick 
around, the ceiling above the Key 
will crush you-) OK.i1 time to deal 
with the four Hell Knights.- 
Concentrate on either side. then 
start sending Rockets their way- You 
should be able to strafe a bit and 
dodge some of their blasts- (H) Be 
careful not to fall into the lava — 
that’s instant death! 
Congratulations. you've done it! 

Head on out to that exit- 
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. If you'v ‘ve missed something ir ina a stage, | its S circled i in green, and = You can get a turbo s start on n about 2 any y stage that ‘doesnt let y vat 
you need to go back and play it again, If you've completely cleared Start immediately (when it displays “traffic lights”, messages, etc) by 
the stage, itS circled in red. When you re-enter a stage to complete hitting the accelerator at the right moment. For the traffic lights 
it, make sure you exit the stage through the semi truck. This is the hit it the moment after the light turns green. Otherwise, hit i 
only way to save your progress. right as the message is disappears. The timing must be perfect. 


= Use the Radar in the lowereft corner to locate the semi. If the yellow = You can race against a ghost car in the race-course stages. If you 
blip is at the top of the radar, for example, you have to fly straight set the course record, and race again, the ghost appears, and stay: 
up to find it. the same until you quit the stage or set another record. 


=» Theres a bizarre cheat you can use to quickly blow up any building. |= We've divided our strategies into three categories: Demolition Stages 
Simply drive up next to the building in question and try to get where youre clearing a path for the truck (the large circles on the 


out of the vehicle with the Z button. If you’re too close, you hear map); Training/Bonus Stages, where you're learning a vehicle o 
a “D’ohh!" noise, and your man doesnt get out. Continue holding racing the clock (the small circles on the map); and Post-"Ending 
the Z button and the structure explodes. This works best with the Stages, which are the stages you play as you go through the ending: 


in vat wenicle or in 2. obstructed a areas. elt ER ine first one. 
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DEMOLITION § N STAGES 


ES ESI ABS Be OSE ESE EST EE EET TE ECR Ee A IT EPI TO FURR 
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are Backlash stages z are =the res to master. The key to 

these are the hills. Remember, you dont always need to 

me — come at the buildings from the front — if there’ a hill 

Sol behind it, use that instead. Once the path is clear, finding 
ae _. the rest of the RDUs and ennonatd is prey basic. 


SSG EEE ELSE SEEDED DELLS REE BS ssid LL LLLP ae — nent SLOSS LSE ESE D DLL L DDD L LALA AAL ADDL aa 
Se eee aeoebneenegemnenbananmenanmmnemmmmanmnmnmennens NDIA UTI NN NAMI OT BOA naan AANA HATA comena — — EBA ee SSS = 


NL pte a wees e-remtes — antec pie RE NT TOE I 
rath mg avn poonens Nn we pees ‘RSS SSS SSS PPLE EP EERE 


NO ae mC Once the = patti Is : cleared, the fun realls starts. Drive ee 
°s: Backdash, Ballista, (OW the road on the west side of the map and look for # ; r~ s506o40 I 
Police Car _a block. Push the block downward to open uparamp.  — : | 
Get out of the Backlash and run down the ramp to the 
Ramdozer. Push the TNT in front of the door to blow it 
_up. Enter the door to hop into a Train (which you cant 
Points: 2  °€¢). Drive through the tunnel until you see a sparkling 
: _ light on the right side of the screen. Stop the Train and 
get out. You automatically walk down a tunnel to the Police Car. Hop in and negotiate the 
maze to find the Scientist (he’s at the very bottom, in the corner). 


Return to the train and drive forward to the Ballista. Drive it up the ramp and over to a pit 
on the east side of the stage, behind two buildings. Blow up the buildings and shoot the 
wooden door inside the pit. Now, get out of the Ballista and run down the ramp. Go 
through the door and down the long tunnel (you see your shadow as you walk through it) 
to the J-Bomb. Now you can easily whack the fenced-in buildings and get to the second 
Communication Point. Destroy the sparkling light with the Ballista or J-Bomb fOr voahinis 


ia AW he 4 star esinigdeenesusitteintiemniniinaitssoiensoreeesscaninsdibbtateesi ree tcnon cnt sanentarnie Satw 
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© Go full ihepeed ahead on eee train ae Pat iie at the 


Vehic Sessa a eae Ramee station. Don't follow the path of RDUs up and 
"6 across the bridge. Instead, go around the back of 


Points: 1 the large building. Jump ce ERC TE 
into the Ramdozer, . = : 


sey the smaller building, and drive the ‘Dozer slowly up to 
the large building and use the Z button trick to blow it up. 
Destroy all the remaining buildings, then search the area south 
of the left side of the bridge to find plenty of RDUs and the 
Communication PoInt. 


STEEN eerie as reaps et rare saree NEE TREE EO SS SN ET I CE EO IO IO TS TET — oni 
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; Clearing the wait for the meee truck is nice ‘n 2 

easy with the Ramdozer; this stage is really here to 

give you the first taste of the Cyclone Suit, located 

on the right side of the stage. You cant really 

control its destructive tumble, so make sure you're ~ 
ees ined up to do the most ™ : 

$74517 40 | hy damage before you start the maneuver. Don't miss the 

n Communication Points to the right of where you start the stage, 

and in the upper-left corner, just below the large parking lot 

“hd fi led with oot 


hand  — eee eee arr RSS ES SELES OE TE, EEE LDL LIONEL GEL LEP NRE LER ER ENN TB TEE MERRY USER APSE, i) HEED WLI 
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drive straight up into the parking lot and get into the 
Thunderfist, using it to destroy the buildings. It's faster and 
more fun than the Sideswipe. The first Communication 
Point is near the Thunderfist, inside the castle walls. The 
second CP is across the bridge on the small “island.” To 
destroy the ship, hop into the Ballista on the far side of the harbor: go across the 
bideeas and turn left, following the RDUs. Shoot the crates in the center of the ship with the Ballista until they explode 
and take the ship down with them. Rotate the screen for a better view of the se al midsection. 

se 7 $.1769040 
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Blast Corps = Page 91 


STRATEGY 64 


uRT Thundede st t will last t the pinciitieat 
, _ inthe trucks path nice and quick. 
_ Jump into the stage again to 
destroy the remaining buildings and light up the parking lot of 
RDUST in ips southeast corner. A rather eet demolition stage. 


me a panciencyeentane anne se chat Sa a 
se ites a trang 


Pull hee train Hap" to shes station, cet out, and hop into ) the 
Skyfall. Drive down and take the right-hand path, which 
gets you down to the path faster. Hit the holes and hills to 
smash the buildings. At the end of the path are four holes, 
: : a four blocks, and a Ramdozer; 

oe Mb Ses, a use the ‘Dozer to push dem 
a | . “j blocks into da holes to complete 
the path. 


7 SHOL1T951 | 
To find the Van, drive the Ramdozer | 


into the tunnel on the west side and 
push the block straight across to the 

. | tunnel on the east side. The block falls 
into position, so you can drive forward and hop in the Van. And, hey, don't miss the RDUs 
on the east side of the stage and on the bridge at the extreme north side. The bridge RDUs 
lead to the first Communication Point. The second one is very 

easy to find: get out of the train at the start of the stage and 
wale sOUU Est to aS a 


: Co i 
SHOLITI5L,/ - SHOLLTOSI | 
| 


This one’s tough; you have to use the Backlash to skid-turn intO syy~sagay 
houses on both sides of a train track. The best way to do it is to . 
smash one section on one side of the track, then use the 
tunnel and smash the other. Its best to break down the two 
sides, more or less, evenly as you move forward. When you : ssnanantd 
come across the blue silos on the right side, blow both of those up first to take c out 2 a 
whole row of buildings at once. Lastly, you have to push TNT 
crates into the humongous buildings at the end to break them 
down and clear the way. If you run out of TNT crates and still 
have a bit to clear, use the Z button trick. 


SS a Sa RGSS Sa RE SLEW RRS NIE ERR I a RO SE a al Ee ti eae SSS SSS SSS 
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} Park the Ramdozer on the Train and zoom forward to 
the station. Park the Train, get back in the ‘Dozer, and 
drive northwest up the road. Push the TNT crates into 
the buildings to destroy them. That's the easy part. 


a a 


=e Now for the Scientist: From 

» the start of the stage, drive 

® back and push the TNT crate 
@ into the grey stones blocking the 
| z tunnel. Drive through the newly 2 
opened passage to the “Easter Island” 
Statue. Park in front of itand use the & 
Z button trick. When it blows up, the 
J-Bomb is revealed. Fly over to the tunnel that the missile truck passed through and fly up 
and right to find the Scientist in a hidden cove. Theres a Communication Point to the right 
of the south tunnel entrance. Fly into 

the northwest corner to find an island (=== 

with a hieroglyphic; at the north end 
of it are three stompable statues and 
a pile of RDUs. 


Destroy the first few buildings near the start. When the arrows are pointing at the Train tracks, fly up and right along 
the tracks and over the hill. Get into the Train and park it at the ramps to make a bridge for the missile truck. Get into 
the Big Red and drive back to the J-Bomb. Switch vehicles and destroy the next group of buildings, then fly up and 
left to the river. Fly down and left along the river to a barge. Get into the barge and back it up to form another 
bridge. Drive the American Dream back to the J-Bomb. Fly to the last group of buildings and destroy them. The first 
Communication Point is near the place where you pick up the barge, hidden inside the large red tank. (Fly south from 
the first CP to find an open field with 50 RDUs.) The second Point is a little harder to find. From the place where you 
park the barge, follow the small dirt road northeast to a tall, narrow rock pillar. Let your engines recharge, then fly to 
the plateau at the top to trigger the second CP 


817137820 ix = J $i71s7820 


He 


| et 


| 
| 
i 


Blast Corps = Page 93 


suotiTost 
ii -* 


Yous Rony ae 20 sais = ie 
Ballista, which isn’t enough to clear | 
the path. Instead, blow up the 
white house directly in front of the missiles to reveal the 
Cyclone Suit, which wreaks destruction much faster. This is the 
only real secret in the stage; just walk around everywhere to 

f nd RDUs and gengs: 


hie 2 across He nies olonine mess arrow inst ot the RDUs, 
and use the Backlash to smash the few buildings in the trucks 


smash the BOLINGINIGS: Drive in the direction that the semi truck is - Survivors: 
prone my POINtiNg to enter a tunnel leading to the ¢ i 
= Scientist. 
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ii ee start om ore In 1 the rather : 
_ lame Skyfall vehicle. Follow the 
, IDUs over the bridge and over 
~ the hill to the J-Bomb. Clear the 
path for the truck and try to get the Communication 
Points. One is in the southwest part of the stage, on an 
_ island in the water; fly straight down from the parked 
Ballista near r the bridge to fi nd it. The other is on a high ledge on the east side of the stage, 
and you let your jets fully recharge before flying up to it. 

Scoring 100% for damage and RDUs is a little tricky here; make sure to destroy the four 
sale on the aie of the bridge, and find the island with a lighthouse and RDUs in the 
| southwest corner (north of the island with the Communication 
“TO Point). Destroy the five silver spheres just northwest of the 

§) lighthouse; there’ also one under the bridge near the ship. 


a Here's how to get the Big Red Racecar. Fly to the northwest 
4 corner of the stage and look for a hole in the cliff above the 


™ the hole and follow the tunnel to the chamber with Big Red. 
)} Hop into the car sae Enve through the | next wae to trigger 
« RDUs. i | pier wares 


LOM © 


Use the Sideswipe to ees the two large r rows of homes, then drive up and left and 
pound your way into the Thunderfist. Use it to destroy the rest of the buildings in the 
trucks path and clean up the rest of the rows of homes. Now, hop into the train in 
the northwest corner and back it all the way up to the end of the tracks. Walk east 


ern —$ + — and across the bridge, following the path to 
*$23901745 pa hae $236517 45 


» the Ramdozer. Use the crane to move the _ 

& Ramdozer to the other side of the bridge, then — the TNT crate into the 

s large Building. Drive down into the tunnel to find a Scientist in a strange maze 
afi lled with el 


= Sn es SiTK677131 % 
This level is pretty straightforward, and a little frustrating since » 
its hard to control the Cyclone Suit, and impossible to control 
once its bashing something down. There arent any secrets, 
just ae and RDUs. Thats it, thats all. 


Drive e alone? the tl trench to the a a bolldiags 
There arent many rocks, so you need to rely 
more on skid turns to clear a path. If and when — 
mmm YOU Manage that, drive south across the bridge | 
MBs and follow the RDUs to a Communication Point, - 
® then return north and follow the trench back ee 
: Eee ae sista ade isin an LAICOVE abou: Sai uF ie trench. 


em — the 7 on this level i is cane 
er Casier than it looks. First, drive straight 
_ahead in the Ballista to the ramp. Jump 

out and run to the upper right to the | howe 

Ramdozer. Clear out the crates behind you first, then zip back ——s _— 
to the blocked bridge and use the Z button trick to clear it. Nee iftie 
~ Jump back into the Ramdozer and drive up and left to the next 
area. “Push the first block into the first hole, then blow up the two blue-roofed buildings to the 
right of the first hole and you see another hole. Fill it with the second block and drive up the path § 
to two more blocks. Push both of these blocks down and left and finish filling in the holes. The last. 
block is behind the large red fuel tanks northeast of the holes. 
Drive past the first and second barges and stop on the deck of the third. Get into the barge and back it up all the way. 
Drive the Ramdozer to the foot bridge and walk across. Run left to the second barge and back it up into place. Now, 
use the Z button trick to blow up the large building at the end to clear the path. To get the Scientist, return to the 
Stage and play through to the barges. This time, after getting the last two barges into position, take the first barge 
forward all the way to the left and you'll find a TNT crate. Use it to blow up the white blocks behind the third barge. 
Now, you can back up the third barge to find the Scientist. Use the Ballista to shoot the ship and to shoot the building 
surrounded Py a fence; it has a Communication Point inside, with a ramp yoo can run oP to hei ak it. 
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All of the buildings in the trucks path 
are surrounded by ditches or rocks, so 
they're easy to destroy with the | | : 
Skyfall. Drive into the southeast corner to find four silver spheres with ditches below them; 

_ turbo into the ditches to bounce up and pop the spheres. Theres another sphere in the 

= northeast ¢ corner. F Search se the west side of the Ses as for a fi eld of RDUs. 
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' By This sce is s where you. start the game, : SO its a 3 tutorial _ 
| UWE DESTRUCTION : | 
Nts EALING | pe level with no real secrets or challenges. Its just a place to 


M4 get familiar with the controls and with the feel of the 

=) Ramdozer. There are a few TNT crates near the train to 

ga Push around, although you don't need — : 
is them to blow up anything in this Survivors: 20 
g stage. To earn the American Dream a 
racecar, hop into the train and pull up to the station. Its a fast 
car which tends to skid out on the slightest turns. Remember 

= to go over both sides of the bridge at the beginning for RDUs. 
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Grab the missile power-ups as you blast your way through the buildings to clear a path. 
When thats done, drive to the east side of the stage and look for a large gray wall with lights 
at various points. Shoot the central wall and the light goes out. Keep shooting this wall until 
it collapses and reveals a ramp. Drive 
up the ramp to a Communication 
Point, a short wall you can destroy 
with missiles, and a Scientist in the 

_ van shoots olin wall 
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= Bede hones estaneas isa eae to —“F pS Bes game 
Pac-Man: the Backlash is Pac-Man, with four enemy trucks of ios 
1:10) varying speeds as the ghosts (Inky, Pinky, Blinky, and Clyde). 
Because the view in this stage always stays centered, its hard to 
i where the ghosts—er trucks are coming from, so you need to develop a movement 
pattern thats the same every time. Try to trigger the RDUs closest to the “camera” first, and 


then work sia — to PEE § outer seine! 


se The Backlash i is s the hardest vehicle i in 1 Blast Corps tc to master, 

_ simply because the only way to destroy with it is to skid out 

6-00 Of control and whack buildings with the rear end...UNLESS 
you bounce out of a hole or off a bump, which lets the 

_ Backlash destroy while moving forward. One of the 

buildings in this stage has two bumps next to it for you to try this very technique. 

Always look for bumps and craters in stages with the Backlash, and use them to 

more quickly and easly destroy buildings. For this particular stage, you have to 

get & a pe in one or two oe to ae =e 2 Gold. 


Use the Big Red Racecar. When you reach the bottom of the first 
hill, turn right and cut through the dirt piles to shave a few 
seconds off your lap time. 
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This is one of those rare no-shortcut, all-skill racetrack stages. 
Use the Van if you have it. Otherwise, its the Police Car and a 
turbo-start cle Sate you can get Gold without en 
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f Use the 1e Big Red, which doesnt lose aaeall in Bae 

off-road areas, and cut across the rocks to 

hugely reduce your lap times. From the start, 
: turn right and drive through the trees, then 
go across the water and turn right again, cutting through the rocks and 
around the trees to the start/finish line. You should achieve laps in the 7- 
to 8-second range. The turbo start is very effective for this level. To find the hidden Communication Point, drive north 
on the road and shonical ii vie ae wall. ee the a a to a-fevealt $e Ce 
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At tHe end of each lap, instead of crossing TORVINE BLUFF 
the river to drive over the start/finish line, Goal: Finish 4 Laps ! 
Stay on the other side and drive near it. This ~ 340 (Gold 0:55) 

is the only course in Blast Corps where you ~ 
can drive near the line, instead of over it, and get credit. Once you've 
won the Gold, drive up and left in the river and go under the © bnage to find a Communication Point. 
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D AGGER se pase = BA few of the — can be whacked while f ox mae : 
‘Goat: Destroy 8 Rafts ® they’ re paused, but at least half of them have Je | 


‘in 4:00 {Gold 2:00) _to be hit while they're moving. Try to 

= anticipate when the raft is coming, then 
stomp down to meet it. Hover low when you're waiting to stomp; if 
you're too high, the raft will go past you before you reach the ground. 
Fly north from the seventh raft to find the eighth raft, which is, of course, the hardest to destroy. The Communication 
Point is —— si sieiietd east of the oe ees 
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Getting tHe ‘Gord is ehaid. Because these 

buildings are TOUGH to destroy, even 
after multiple missile hits. Two of the 
“Buildings” are tiny steel arches which 
are very hard to hit. 
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Fly straight up and smash the first plant, then fly down and 
right to the second plant, then up and right to the third 
plant, and fly to the left to find and smash the final three. 


00 @ Gta sono 2 s All ten spheres are close to where you start; you 
sages | i< — 8 Wont need to hunt any spheres out. Go for the 
Sa) ones with the unusual movement patterns 
before popping the simpler up-and-downers. 
When you've gotten the Gold, look for the 


Communication Point inside the house to the SSERAESET 
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§ Hey didya ever r play Pac-Man? Well this i is a ae much the same 
deal, except you're driving around a Ramdozer and avoiding four 
— even bigger Ramdozers (similar to Baboon Catacomb). You can 
drive through the “tunnel” on any side of the stage to appear on 
the other side. Grp al hem SLL in two minutes or sail 


Se O0:19.0 


a Q2:42,8 


. These a eSHeGL elon Seeiercis af oe. way anit ihe HaeK GLAN 
Look for a small arrow pointing forward and left. Turn left and drive Goal: F; 
across a sandy path, which doesnt slow down your vehicle. You 
can drive straight across the sandy corner shortly before the 
shortcut to — off another .2 or .3 seconds. 
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_ track. The first shortcut is to the right of the 
- first bridge, between the two trees, but the 
een . swampy land slows down every car except 
the Bg Red. ‘The second shortcut i is immediately to the right of the 
second bridge, cutting through the houses. With the Ballista, you can nn nor semen 
create a path with your missiles; in the Big Red, you have to smash your way mrouah the structures. if you're in the 
sabia ge the first shortcut on the first os SO i can os behind the oe and a the missile power-ups. 
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This i is S your fi Fas rst r mission n with the Bomb, which has eet 
ov 7 _ be Blast Corps’ most enjoyable vehicle. Try to stomp the 

_ center of each building to tear as much of it down as 
possible. All seven buildings are next to the street 
intersection. 
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< C146 
(Weak. 

Hit the first plant to the left of where you start, then drive straight up | < « 

from it to the second plant, and from there to the right and the third 

plant. Drive upward a bit on the road to grab the missile power-up and 

then go down and around the large blue building (on the left) to the 


fi fth iis Dest it and drive oa and he to the sixth and final plant. 


Sao SSS SSS MES se WASSER PRESS awa et ee MaRS RSI ince PSSSsaSSase arora SSS 
SSS ESR SSS Sy SSS FOES PEE NEEL EE AREER RES. * 


SSS SS Soe prgmse aoe es — 
Sa NESE SATEEN Se FPR Sha — a SS ae souaaaeewenen a —e RMR SSIS ————— —— 


To blow up the moving rafts, hover in the 
locations where they pause, and stomp 
down when they arrive. You'll have to use 
a tricky maneuver to pop the spheres 
inside the volcanic cones; press the Z 


button while in flight to hover in eee then let yourself fall down and pop the sphere, and quickly kick in the 
engines to fly upward. Watch for your shadow to fall on the sphere, then hold Z. Most of the targets are along the 


edges of the island, but a few spheres are bouncing on the northern mountain, and the Communication Point is 
close to the mountain. 
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°°) ~From the start, pop the bouncing | 

44@ = Sphere and then destroy the rafts, 
going clockwise from upper-right to 
upper-left. After destroying the upper- - 
left raft, fly left to find a ledge with two beacons. Destroy the beacons and go decieuie 
Blerc these higher ledges to destroy the remaining targets. Use the Z button to squeeze into the spaces with the 
spheres. The =p COmimionicesen Point is eattey outside the cauldron, on a small eageR to the southeast. 
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Swi >. No shortcuts on this track; choose the Van for the best 


combination of speed and turning. If you use the Police Car 
instead, because you dont have the Van yet, make sure you get a 
turbo start for the best time on the first lap, since the Police Car 
takes a while to get up to speed. 


DPSS IEEE EN ITE LE TEV NILE TA EMT SESE EAT MITE citrine AMER AAA RE SSE: 
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Pacer ors 


You're given n more » than ae: oe power-ups to = = ‘hie fe Ob: t the 
key is to make every shot count — or, alternately, shoot like crazy. Don't 
accelerate and wheelie before shooting, or your missiles fly harmlessly 
into the air instead of horizontally into the target. Try attacking buildings : 
from the narrow sides, instead of the wide ss to = them s anna ue 
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"ace Use the Big Red and get ready for one of the games biggest shortcuts. After the third wall 

__ turn to the right and down to the rocks. Follow the rocks downward, then quickly turn right 
and around the sand platform. Don't go up the hill and through the wall; drive upward 
through the walls to a =, = zeae 
another hill, which leads to PRR" Wes a OR 
the start/finish line. : | . | , 
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Back up, drive forward, and back up again for three quick kills. 
Drive up and hit two more buildings on the right. Push a TNT 
block into the upper of the two buildings to blow them both up (6 
and 7). Drive left and destroy three more buildings. Continue 
driving clockwise and using the TNT to blow up the structures. For 
the last few buildings, you might wanna use skid turns instead. 


SERN I TN MO SRAM ILD LSM Ma RIAA PEPIN 
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This level is set on a giant pool table with sticks (“buildings”) in 
each pocket and ten TNT blocks on the table. You have to push a 
TNT block into each pocket to destroy the stick in that pocket. The 
best way to hit the pockets: start at the top of the table, nearest 
the TNT blocks, and then push blocks downward to the other 

= a lap One minute really is plenty of time to get all six. 


GESTATION 
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Sear 


5 stop your movement is crucial. Hold Z whenever 
-you're hovering above a beacon so you can drift 
or smash down into it. The beacons are arranged 
in three rows of five beacons each, located 
northwest of the starting point. The heights vary between them, so 
youll have to make sure you thrust high enough to drift or stomp each beacon. The Communication Point is 


north of the beacons. 
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Use the Ramdozer for this stage. From the start, go to the ‘cc 
and destroy as many crates as you can. Follow the path until you 
reach the last two single crates, then come back to the left and 
destroy the rest of the cargo. Drive through the middle of the 


groups of crates to destroy them on both sides. Getting the Gold 
is eae but doable. 
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5 Follow the red path and sideswipe the buildings as you drive past them. 

tro\ The Sideswipe hits at maximum power when the punches are fully 

in 1200 extended, so you might have to hit some sections of each building twice 
to destroy them. You shouldnt have to drive out of your way to collect 

es _ the punch power-ups (each block gives you ten extra punches); if you 

follow the path, you should pick up a few just E 
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Most of the crates are on the concrete areas, a few are in 
the center street. This level just takes a couple of tries to 
memorize the crate locations... An easy Gold. 
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Use the Van if you have it, or the Police Car if you don't. There’ 
a shortcut after the second bridge; look for the indentation on 
the rock wall and drive through the hidden tunnel. 
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Nothing tricky about this training stage; just flop off the 
ramps to smash the tanks. With good aim, you can 
take ‘em all out in one fell swoop. 
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You can make a ro in 1:15 with the Ramdozer and Several p008.1 
other vehicles but, for the Gold, you need one of the racecars | 
(preferably the Big Red, since the American Dream is so dang hard 
to steer). You might be tempted to cut through the buildings 
instead of driving the “long way" on the street, but getting through 
the Marianas without crashing into one is just too difficult. Stay on the road until you reach 
the barricade, then turn left and smash through the fences to the finish line. Slow down a — —— 
bit just before the 90-degree turn, about halfway through the course, and smash through the fences; ase “ai cut 
your lap time down to about 11 seconds. Once you have the Van, this, and all the other street races, become much 
easier, , SINCE it has excellent oe AND excellent turning. 
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Oh my, the Thunderfist is fun. Roll into the structures : 
to watch them fall down, go boom. Remember that 

the tiny wooden crates count as “buildings” in this 

stage. 


mY This ones Sone until you = EsGunel a a course eirough the mate 3 
Stage. One good strategy: go around the edges first, he 
Starting at the lower-left corner and going counter- 
clockwise, then finishing up in the middle. Use the 
Ramdozer, which has size (so you can trigger RDUs with having to drive directly over 
them) and destructive power to blow through buildings in a pinch. 
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Pos? “ENDING” STAGES 
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AR After the Demolition ri Sie are cleared and all six 4 
scientists are rescued, you get the first ending, which 
shows the missile truck rolling through a town as the 
credits roll. Then youre called in to quickly make a landing 
strip for an ailing space shuttle which is already at a mere 
3000 feet. From the start, drive the 
Backlash right along the road, then turn up. Push the TNT 
crate into the building to reveal the Thunderfist, and use it to 
destroy all the buildings and clear the runway for the shuttle. : 
Time is absolutely crucial here. Succeed with the shuttle and $35000 
you're sent to the Moon! OS 
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The low-G environment has a major effect on your control, but it 
also lets you really bounce around and smash through several 
buildings at a time with the Backlash. There are two large groups 
of buildings and four individual structures; hit the bumps and 
enjoy the bizarre steering. After the Moon is cleared, you're told to © fare: 

earn the Gold medals for all the stages. When all 74 of those are racked Up, you open up 
additional planetary SS 
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For this particular race, we found it it helpful to consenine rotate our 
viewpoint with the C-Right button, so we were always looking down the 
track from behind the car, which helped us cut the corners tighter and 
improve lap times. Use the Ramdozer for the best speed/steering combo. 


PTB ERAS a) Ne PaaS seers SiN REESE ND tg BEERS EES IN ESR OO EO GEE: 
ae: a ee ree Danee SaaS SROEST TOMER DPOMESSOSR i 


SSE RE ERE 


sires ae weenie pase ree icatacaiahacacsteeaiaiechataabin NESS SSS RS LSSLE — 
Pag LEG SESE Bt SES ESR ae ee aererersoereetear ~ 


SSS SSS SSS FOSS IT 


ar aoe Magee §=6 This stage is pretty much like the Moon, except there’ a bit 

> tO ae more gravitational force. The buildings are divided into four 
groups of seven structures each, placed in the four corners of 
the stage. 
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| Seems like much more than enough time, = right? Well, it's hard 
to get the higher spheres, because you have to hit the ditches 
at full speed, and its hard to get the lower spheres, because 
they're guarded by “bad” Backlashes. Remember that you can 

decelerate the Backlash while its in the air, in case you're 

overshooting a sphere. The best way to get the lower spheres 

is to turn off the ditches sideways, which lets you “curve” through the air to pop a 

sphere without landing in harm's way. 
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The key to keeping up your speed is to minimize the time you're in 
the air and maximize the time you're on the ground. That means 
driving on the blue parts of the track and avoiding the green hills 
whenever possible. When you come off the big jump near the start, 


steer yourself to bounce on the blue sections, and stay on the blue 
when you stop bouncing. 
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PLATINUM oo 


After beating all the planets with Gold scores, you're given a “Missile Clearance Time 
Bonus,” and told to “Do It Faster!!," which means to play through the Demolition Stages 
again and earn even better times. When you do THAT, the game then tells you to earn a 
Platinum (!) medal on each and every stage. This is where the game gets REALLY hard. 
The times you must post are insane. You must play with absoute precision. You can use 
very much the same strategies as we've already explained, but with the advantage that 
you can turbo start on every level from now on. Also, in most cases you dont really have 
to clear the path entirely to beat the level. Usually, all you have to do is destroy the buildings and not fill holes or even 


move barges (see Oyster Harbor below for the perfect example). We'll go over a couple levels that require slightly 
CONTEC strategies to achieve glory. 
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ie you can produce what is probably a glitch Goal: "lear 
in this level that cuts huge chunks of time off ! rel 
your score. After doing a turbo start, you'll 
almost immediately pass under a bridge. When you're per oreee the 
bridge, hang a hard left into the direct center of the bridge and you'll be catapulted high into the air over the 
mountain anes on 1 to > Press DISS This may take rabb tries, but seu — up, It aS 


MARBOK This is probably the best example of how you dont need to = 
ath = clear the entire path to get Platinum. Start off as usual, but as S : : I HARBOR 
when you get past the blocked bridge to where you would REMO TEST! 


normally push the blocks into the holes, skip those, blow up 
the stubborn silo buildings in front of the first barge, go directly to the third barge 
and back it up so that you can get to the large building. Then, just use the Z 
button trick and the level is done. Man, thats fast! 
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After all your hard work and effort aad all the platinums, your reward is a OUTEAND FARM 
promotion to the rank of “You can stop now”. Gee, what a great surprise! We're msrvieien 


sure glad we didnt spend all that time just to have to go play on any missing 
planets, or even the SUN! That'd be too cool. Oh well. | guess they thought 
nobody could play that far. :-P 


WED CVOU CAN STOP NOWT 
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NNOWING - In case you're curious, the switches behind the fireball traps reactivate the walls if i CS ee 1 uh ' fy : i 
you anes eer bailitad them while they're shooting. And that’s it. & 1 7 


EMERALD KEY: Smash the stained-glass windows on the west side of 
the pent. to find a secret passage. Follow it downward and kill the 
monster to reveal a switch. Pull the switch to open the sliding 
yellow doors, then walk forward into the next room. Pull the switch 
at the back to lower the pillars and take the Emerald Key. To get 
through the yellow doors again, move up against the first one and 
hold the stick forward, so that you run through all the doors when 
the first door opens. 


ILA ‘: Return outside and open the large door in the southeast corner of the courtyard with the Emerald Key. Press the button 
inside to ¢ open a door to the battlements. Walk upward to the small tower and push the button that comes out of the floor. This 
opens the door downstairs. Look for the platinum helmet on the battlements above the entrance before you leave. 

Go down the stairs and into the courtyard with the bell tower. Look on the west side of the tower for the cave with the Silver Key 
inside - wae escape the trap, step in front of “ _— crusher and, when it slams shut, run forward against it. 
—fT i me Bhs is saa Mi a | eae oh ‘aa RRA! [Pele aes ee 


ING THE BELL: Use the Silver Key to enter the bell tower, and climb 
to the ion to vehaek the bell or cast a spell at it. The bells rings and 
activates the teleport inside the chapel. Return to the chapel and use 
the teleport to appear in a small room leading to the next level. 


ees ALS: Pull the switch on the east pillar and kill the monsters 
oy i ae 4. bcd the open gate (it’s in the middle of three). Take the Quartz 
Behe: Pie “28 Flask, which appears in front of the window at the room’s far end, and 
ee tae Sone | two side iti sii oe to a portal to the Guardian of Ice. 


ge tet 
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GUARDIAN OF ICE: Walk mtn to the room at the far end with four pillars. Pull the switch at the hid (aah Bal 
end of the room to make the pillars rise and fall. An arrow appears on the ground, randomly pointing to ke e Saat | iy ra fh if e “a 


one of the pillars. Walk into that one to return to the Seven Portals; any other pillar kills you. 


(\YDT 


SEVEN PORTALS: You reappear with two more of the Seven Portals open. Walk outside and through the northeast door. Throw the 
switch and go through the portal to the Guardian of Fire. 


le eL 1 A a UVM 1, Walk into the first room and wait for the lava to 
| # By Ff tise, then jump through the right doorway and pull the switch in the 
Nes i 4 ; y alcove on the right side. This is one of three switches that opens a gate 
A> im: ] back in the Seven Portals. Go into the room with the lava waterfall 
ie and open the door on the left with the mask. This leads to a long 


bridge with flechettes on it. Run across the bridge and stand next to 
the bridge until the earthquake stops. Jump to the narrow right ledge 
and walk down to the door. Pull the switch around the corner. Now 
walk back along the ledge and jump through the door to take the 
Flame Mask. Jump back to the ledge and walk back to the lava pool. Go through the portal back to the Seven Portals, then go 
through the southeast door to the Guardian of Steel. 
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stairs toa central room. Go through the east door to an elevator. Ride down the elevator to a corridor, Ea 
and go down the unblocked end to find a switch. Pull the switch, which is the second of that series of ay tk 
three. Return to the corner doors and the room in the northeast corner. Pull the switch there and return Be es 

to the corridor. The end that was blocked is now unblocked. Follow it to the third of the three switches. ‘ie ‘ 
Pull it to open the gate. Return to the starting area of the Seven Portals and go through the west door. 
This area leads to the Guardian of Ice. Kill the monsters to open the portal, and avoid the bright patches i 
on the floor — they’re traps. A 


GUARDIAN OF STEEL: Go up either flight of stairs and open the corner door. Take the upward flight of gern 
f . Seeee 
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ry JARDIAN OF ICE: Walk forward into the next room and pull the 
petre Return . oa first room and pull the two switches at the top 
of the two flights of stairs. Go through the passage on the left stairs to 
a room in the northwest corner. Follow the passage (watch out for 
the trap) up a flight of stairs with windows and pull the switch at the 
top. Ride up the platform and walk north to the room with four 


pillars. There are two doors near the stairs indicated by arrows. 


i sweetee. 


a a ue en ate am 
FIRE KEY AND STEE Go through the east door and use the Flame Mask on the wall at the far end " 
to lower the pillar with the Fire Key. Grab it and run through the west door to a large icy room. Quickly i : ae i 
run into the southeast corner and wait for a switch to appear. Pull it and wait for the room to stop a" eM At 
changing. Walk along the ledge and jump to the southwest door. Walk up the small steps and take the “Rs ; 2 Y or 4 
Steel a Wait for the room to stop changing. Return to the four Agen and use the teleport to return nf ae ee gee 
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GUARDIAN OF FIRE: Open either door in the room with the lava waterfall and pull the switch inside. Get onto the platform lowered 
© the switch and it carries you to a new area. Kill the monsters to lower the pillars on the lava waterfall. (This is how you return to the 
waterfall room.) Walk into the south niche and two elevators lower on both sides of you. Ride up either one to an area with corridors. 
Find and use the teleport, then pull the switch. Look behind where you teleported and use the second teleport to return to the 
Seven Portals. Go into the southwest door and teleport to the Guardian of Steel. 


vig “a A VPN A A in” GUARDIAN OF STEEL: Go up either set of stairs to the central room. 
A — My Scout seis WL duSrith the Stee! Key and go down the elevator. 
4 ‘ — BW Go down the corridor and pull the switch; you’re told to find 


‘an another switch. Go back up to the southwest corner room and pull 


wh, - # the switch. Return here and go down the south corridor (which was 

ly ) m \y blocked) and pull the switch you find to raise more stairs. Return to 
4 the Seven Portals, where there are three raised flights of stairs. Climb 

up the highest to take the Dragonskin Bracers and pull the switch. 
Climb up the other stairs to pull two switches at the top of each. 
Now go id the south door and kill the monsters. Pull the switch next to the big doors at the end of the room to open them. 
Kill the monsters to create a magical bridge across the chasm. Explore behind and around the portal, but don't go through it yet. 
Now jump to the narrow passage on the east side of the chasm and grab the Wings of Wrath at the top. Time to find this episode's 
secret level! Make sure you've pulled the switches atop the two stairs at the Seven Portals. Now go through the east door and 
teleport to the Guardian of Ice. 
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IARDIAI Walk forward and through the right-hand door to a room full of monsters. Go A 4 4 | a a i a 
dots the right-hand stairs and pull the switch. Fireballs start to spew from the pit. Run up the stairsand Woe i 


jump over the pit to the other side. Pull the switch to open a portal behind this room. Jump back across f © ee, 
the pit and behind this room to enter the portal, which takes you to the Guardian of Fire. y hed | 
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GUARDIAI - Walk forward and through the wall. Follow the ledge on the left and run past the pushing wall. At the end of 
the sladigs wait for the lava to rise. Go to the pillar in the middle of the room and pull the switch. Jump back to the side and exit into 
the room with the lava waterfall. Return to the Guardian of Ice and through the left-hand door. 


UARDIAN OF ICE: When you walk into the room, mace-ball traps on the side walls activate. Watch your timing and cross the room. 
Ge into the situs room, pull the switch on the pillar, and immediately move to avoid a poison-dart trap. Kill the monsters to open 
the door, then turn around and go through the portal to the Guardian of Steel. 
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GUARDIAN OF STEEL: Kill the monsters and the walls lower to reveal a 
larger room. Run for the elevators to the west or east before the beasties 
kill you. Go through the corner door into the southwest or southeast 
room and use the elevator. You're carried up to a room with plenty of 
Cyne Sachi sacs ° crushers. Look for a switch at the north 
a, dae Mac FY end of the room, behind a pillar, and pull 


4 sy “ } it. Return to the central room, climb into - | 
i : bos ., the middle and take the torch on the pedestal. You get a message about stones grinding. Hmmm. 
| __. % Return to the Seven Portals. Walk into the north area behind the highest flight of stairs and jump into 


ft | the water. There’s an invisible portal which takes you to the Bright Crucible. 


——— ais gee yirien ancanrys risen 
BRIGHT CRUCIBLE: Use the Wings of Wrath as you dispose of the monsters. Face west and walk to the ‘| . } 
west side of the level. Step on the elevator in front of the ledge on the northwest wall. Go into the i\ et 4 
tunnel behind the ledge and follow it to a room with fireballs. Take the red object in the middle of the ~ , iL 
room, which is the Heart of D’Sparil, to stop the fireballs. ) ie i 
ery rt) bee " Return outside and ride the elevator next to the northeast ledge. Enter ff es 1 "q 
te Fi the tunnel and follow the corridor to a stained-glass wall. Run against it, I ni rt im ‘Ata LAG! 

ee y } push it, and shoot it to break it open. Run to the center of the room and place the Heart onto the 
=». © & stand to stop the fireballs. Break through the other stained-glass to kill another serpent and go outside. 


4 Go to the north side of the level and up the stairs where you first arrived in this level to find the Icon of 
\y the Defender, then go south down the stairs into the slime. Follow the flow underground to a portal 
4 back to the Seven Portals. Return to the exit portal and use it to finish the episode. Good work! 


): Go west to a spot with a deep drop and narrow ledge (it’s near the river). Jump 
across the aon to the end and pull the switch. Now jump back to the wall you opened with a portal 
nearby. Don't use it yet; enter the Shadow Wood and grab the ammo and healing potions in the area 
you opened up. Now return to the portal to the Wastelands. 


[ 


ri % 
it a7 _ WASTELANDS: Go down the steps to a ledge with brown monsters across from you. Go down the 
4 <a 4 passage on the left to an area between the two ledges. Enter the south tunnel, and go down the 
\ €. i | (. right-hand tunnel when it forks. Keep watching for an exit to the south, and take it. You're in a 
- = I room with a blocked teleport. Remember it. Return to the tunnel and watch along the left wall for 
- = | a section with a different texture. Go through this door into a new room. Go up the stairs to a large 
i 1534) amet then 
"N AG ai Vi SRA BBW" Open area. Go east to a walkway with lava on both sides. Follow the walkway and take the Horn 


Key. The walkway breaks into pillars. Jump back along the pillars. (If you fall into the lava, run to the beginning of the walkway 
and pull the switch.) Return to Shadow Wood. 
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SHADOW WOOD: Go to the river and walk downstream. The wall opens ahead of you. Walk until you 


reach the seh bis Walk up the left stairs to a high cliff. Run and jump to the tower in the middle of WY ..%..’ aOR 4 
the swamp. Pull the switch to raise metal pillars on the sides of the swamp. Jump into the swamp ands ie? | 
pull the switch in the southeast corner to open those bars in the river. Climb the stairs, turn left and i f q ip 
jump across the pillars to a high area. Pull the switch, jump to the base of the tower, and climb up to yet Mi i a es A 


another switch. Pull,it and go through the north portal in the swamp to enter the Darkmere. a ASA ieee | 


ADL 


DARKIMERE: Smash through the dead trees, enter the building, and 
find the slime-filled room. Go up the stairs and activate the statue 
that isn’t holding a flame. Push the switch inside the door next to 
the statue. Now go through the north door and turn left. Open the 
door and push the switch. Return to the north door and go up the 
eae hy , "north corridor, pushing a second switch. Return to the north door 
Lalit Dt ke! tae nena! and walk east to go outside. Walk onto the porch of the small 
building and anane iti switch inside. Follow the swamp current to an open area with a castle. Go to the front and pull the switch to 
lower the bridge. Walk across the bridge to a courtyard and enter the well room to the north. 

Jump into the well and push the switch. The water rises so you can get out. Leave the castle and return northwest to the small house. 
Take the Castle Key inside. Return to the castle, climb up to the top of the tower, and open the door. Take the Icon of the 
Defender and smash the suit of armor to find a switch. Use it to open a door to the castle’s lower level. Go to the courtyard and 
down the stairs in the south. Walk forward into a dining room. With the Horn Key, you can reach a puzzle switch from here. To get 
the puzzle switch, look for the switch in the fireplace and press it. Go up the flight of stairs behind the fireplace and open the 
revolving door at the top with the Horn Key. Climb the steps to a ledge across from a portal. The puzzle switch is on the wall. Return 
to the dining room after you pull it. 

Walk into the fireplace that isn’t burning and open the secret wall. Walk down ~~ pene and sash we esc to inion an elevator 
that takes you to the Swamp Key room. When you walk toward the Key, LAR VL) Vira 4 
the whole room gets trap-crazy. Run along the walls to the Key while 
taking hits from the darts. The walls reform into three rows. One row is 
the exit, the other two teleport you back. The row is random, so keep 
trying until you get the right one. Return to the Shadow Wood via the 
portal near the small building with the Castle Key. 


| eA ok a UA ee DAA TA MAD 


<EY: Walk to the temple in the southeast corner of the Wood and find the room with six panels on the walls. Check the map to 
see two passages going to this room from the front of the temple. Walk to the north passage and in front of the mask. This activates 
traps and raises stairs in the front corridor. Return to the front corridor and up the north stairs. Run or jump from the top of the stairs 
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Turn right, jump down, 
Le : a | call turn right again. Jump into the hole 
Pctapi er fi 4 with bats flying out of it. There are three 
aus cum Env “GANAS t STuAEBA! exits in the cave; go through the left 
(southeast) exit to a cave with a aks in the nah fem ahd and jump into the hole at the end of the passage. Walk through the 
small cave and out to a corridor. Go out to it and turn right, then take the first left turn to find the Cave Key. From here, you can use 
the Horn Key and Swamp Key to reach two puzzle switches. 
First, go to the cave with the crack in the roof. Walk straight ahead and look for a partially hidden passage to the left. Climb up the 
steps and open the door with the Horn Key. This portal takes you to the Wastelands, but don’t use it. Pull the puzzle switch on the 
wall next to the portal. Now, go to the south cave in the Caves, with the small pool in the middle. Go northwest up two fliights of 
stairs to a fast-flowing river on the left. In the river is a door you open with the Swamp Key. Climb up the passage and take the first 
left to the puzzle switch. , 
Now to get outta here. Return to the cave with three exits and use the right (west) passage to reach a cave overlooking a chasm. 
Walk along the left ledge to the end of the path, but grab the Poraklator along the way (iv s tucked a tiny ledge). At the end of the 
ledge are items and a teleport to another teleport. Use the second teleport to return to Shadow Wood. Ride up the elevatof'to the 
temple. 
You still have three puzzle switches to trigger. Return to the Darkmere and the courtyard of the castle. Open the southeast door with 
the Cave Key. Pull the switch and ride up the elevator. Jump down into the slime and follow the passage, taking the right tunnel at 
the fork. You reach a cavern with a bunch of exits. Go into the west tunnel, smash the statue, and pull the puzzle switch behind it. 
Return to the Shadow Wood and go to the Wastelands for the final two switches. 
In the Wastelands, go to the room with the blocked teleport, and unblock it with the Cave Key. Go into the teleport (the burning 
flame) to appear in a lava room. Kill all the flying critters and walk around the lava to a magic bridge. Climb up the bridge and pull 
the puzzle switch in the room at the top. Go down the bridge and through the exit at the bottom. Climb the passage and open the 
door with the Cave Key. 
Now follow the directions to get the Horn Key, but continue past the different-textured door and to a large plain in the northeast. 
Go up the north tunnel and follow it to a gray tunnel. (If it’s not open, kill more of the Ettin monsters.) Follow the gray tunnel and 
take the right tunnel when it forks. Kill the Centaurs on the winding path untila large swampy area appears. Climb the swamp stairs 
and open the door with the Swamp Key. Pull the switch in the farthest room, which reveals a temple near the swamp. Walk up the 
stairs to the temple and open the door; you might need to run into it while opening to force it. Look behind the portal for the final 
puzzle switch. Return to the Shadow Wood and the room with six ag Walk a the —— east gate and into the 
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HYPOSTYLE: There's a four-pointed star in the middle of the room which points to the room you should enter. The order of rooms is 
random, but here are the four possibilities: 


1. The room of serpents. Pull the switch at the far end of the room, return to the entrance door, and pull the switch there. This 
lets you out of the room. 

2. The room of centaurs and pillars. Go to the left side and push the switch behind the wall. Go to the right side and press 
another switch. Go to the end of the room and push a third switch. This gets you back to the star. 

3. The room of lava. Jump across the pillars to the end of the room with the switch, or walk down the steps to the lava’s edge 
and wait to jump on the last pillar. Jump on the ledge with the switch and yank it to open the entrance. 

4. The bridge room. When you enter, press the switch on the left and look right at the symbol on the raised floor. Cross the 
bridge and press the same symbol to open the entrance door. To avoid getting hit by the traps, press another panel to 
teleport to the door. 

When all rooms are completed, two doors open to the southwest and southeast of the star. Walk down either one to a large 
chamber with a lava lake. You get to battle the Death Wywern. Watch out for the ground where the Wyern’s fire breath has 


touched, where there are secondary explosions a moment after the first impact. You can sce the = of Wrath on the ledge at the 
far side of the lake and chase the Wwern with them. When the beast is 


eee et CE tie’ ee ie EE F Pha ahs a Wheat i 
dead, the portal to the southwest of the Hypostyle opens up. Instead, 9 h 3 i 
use the southeast portal to return to the Shadow Wood. Walk outside L, 7 L | . 
the temple on Shadow Wood and climb up the steep steps to a high . | F 
ledge. Just before you reach the top, go into the opening on the right ; 7 4 i 4 

and through the portal to the Sacred Grove. (The opening won't be } "(ey yee: bi } A ( 
there unless you yank all six switches. ] pees, Cf iN A 1 A, GaN eA 
SHIEERCEED SEE SEO SaaS OE ES OLE PRN eR Te eee ee ML ee 4 ayaa! a | f i Oe ey. _- iat (A. i, 8. , 
: fe Too mii —-* . a) iF 7) -me ©  — ras ae 
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: Kill all the Ettins and an alcove opens at the base of the pillar in the middle of the 
ie: Walk ti tb ie pillar and pull the switch. This’ll let you get into the secret level in Episode 4. Now 
search around the walls, looking carefully at the roots, to find three very hidden Mystic Urns that don’t 
show up on the map. Return to the Shadow Wood and go through the southwest portal of the 
Busan to Episode 3. 


I'S SEMINARY: Take the elevators down to the Seminary, kill the monsters, and walk inde rt 
until wou see par bein a mild earthquake. The lights in the hall turn on. Walk to the north end of the 
Seminary and walk close to the wall with a hole above it. The wall lowers and teleports monsters and 
items into the area inside the wall. Walk inside and get the items. Now smash through the stained-glass 
walls in the northwest and northeast corners and throw the switches behind them (six in all). This opens 
the northeast and southeast corridors of the Seminary. Go down the northeast corridor and pull the 
switch on the left wall. Now run to the far end of the corridor and jump onto the elevator as it lowers. 
At the bottom, go through the portal to the Silent Refectory. 
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| EMERALD PLANET: Turn right and walk south. Jump onto the box and turn 
} left ( east). pees into the corridor and 20 ons When you reach the stack of boxes, follow the right 
y side. When you reach the wall, turn left, climb the boxes, and push the switch. Go east around the 
a boxes hiding the switch where there are now stairs to a portal. Go to the room behind the portal with 
, ae 4 the Dark Bishops. Walk along the walkway at the far end of the room and pull the switch. This opens a 
ot : é, i small area behind the portal. Turn around, go inside, and take the Emerald Planet. 
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SAPPHIRE PLANET: Return to the portal and climb the stairs. Turn right and walk forward until boxes | pete Wego 4 
block you. Turn right and look at two boxes marked with a symbol. Jump on the boxes to your right aTS 4 
(south), and pull the switch in the alcove to lower the marked boxes. Climb back out and jump into the : : 


hole where the boxes were. Climb the spiral staircase and pull the switch at the top. Return to the 
marked boxes and "activate" them, then ride up the elevator. 


to the north wall. Turn left and jump on the symbol box. Walk into the alcove and pull the switch. 

Leave the alcove and go through the north door you just opened. Continue north into a dining room. Walk to the southeast corner 
and into an ascending passage. Pull the switch at the end, return to the dining room, and enter the opening on the east wall. When 
you reach the edge of the pit, the pillars opens to reveal the Sapphire Planet. Jump over to take the Planet and the pillar starts 
sinking. Wait for it to rise again, and jump out to the dining room. Push the section of the north wall with a purple dot on it. Keep 


a Suiaitte teu, alee oe im or Tt) AR Pe \ pushing ‘til you find a Banishment Device in a hole on the right. (€Fe) 

HM ome F) through the west door of the dining room, then go through either door. 

4 } 4 } One leads to a lava pool, the other a water pool, but both rooms have a 
i\ " AS t revolving door which leads to a chamber with the Ruby Planet. Go to the 
Py hon ; # lava pool and go into the dark opening that’s taller than the rest. This 

) ; ran eas aN iy hidden passage returns you to the start of the level. Go into the portal 

ie ee > A | i vs if and return to the Seminary. 
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3 ~Y: Go down the southeast corridor and look for a switch on the right as you walk. Pull the 
switch and turn around. The stairs you walked down sink downward to reveal a secret passage on the 
south wall. Go into the passage, climb the stairs, and kill the Dark Bishops. The south wall opens up. | 
Walk west outside the Seminary and into a similar room. Go down the stairs and follow the passage until 
you appear at the ledge on the east side of the Seminary. Pull the switch to open adoorinthe north | 
wall below. Walk into the portal through the door to the Orchard of Lamentations. 


VP ii’ 


} ORCHARD OF LAMENTATIONS: Follow the path to an area with 
f monsters on high ledges. Now walk south and down the stairs in the 
4 southwest or southeast corner to a round area with lots of mushrooms. 
i Go down the south stairs. Pull the switch, turn right, and jump into the 
l hole, then run into the corner before the floor rises and crushes you. 
Bo | You’ Il be in a small room with a switch to lower the floor again. Your goal 
at daa j cea Wh TNR GEA! js the middle south room; make your way there one room at a time. 
ines are two suite in the south room. ihe the east switch to open the central room, then use the west switch and run into that 
room. Pull the north switch to do something elsewhere in the level, then pull the south switch and run to the north exit. 
Return to the area with monsters on high ledges. Climb up the east ledge and to the slime river at the top. Take the Emerald Planet 
| near the edge of the falls. Walk onto the raised ledge in front of the slime and look for a ledge with a monster. Run and jump to the 
northwest ledge. Walk into the misty passage and follow it to the intersection of four paths. Walk north to take the porkalator, then 
return and go down the east passage to find the Sapphire Planet. Take it and jump down to the ledge. Return to the portal and the 
Seminary. 
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( Go to the end of the southeast passage in the Seminary. Smash the dead trees and pull the switch behind them. This 
causes the four doors along the passage to rotate. Go through the southwest door to a room filled with vases and the final third of 
your fourth weapon. Now go through the northwest rotating door which leads to a passage. At the end of the passage is a wall with 
a purple gem. Press the wall to lower an elevator into the room with the Chaos Serpents. The Icon of the Defender is in the middle 
of the room. 

Now go to the chart in the south side of the Seminary and place the Planets in the — slots. Walk to the north side of the 


Seminary and doors open on the side walls and to the north. The north gy ae ee ee Mi tee ee 
door leads to a chamber with three portals and nine black panels on the ei . Wy y > erat \ 
wall. Each of the portals leads to a different chapel. The following ‘ 

walkthrough isn't the shortest way, but the least confusing. First, go A‘ 

through the east portal into the Griffin Chapel. a 


% 5 nets i v , 
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Walk to the west wall and push the wall segment with the oeges gem. Pull the switch inside; this is the first of nine 
ota switches. Now go to the Wolf Chapel. 


gene Sod LP UWUPrel Pye u“ 3 if 
ae . ar /\ Walk to the southwest corner of the level and down the stairs to a wooden door in 
i 


or the building. Go through the door and pull the switch inside. Go outside and through the door on the 
‘south side of the building into a long hallway. Immediately turn right and open the door, then throw 
‘py the second puzzle switch. Go to the Dragon Chapel. 
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DRAGO If you take the Crystal Vials near the entrace, you activate several critters, so beware. Enter the chapel and go up 
the stairs to the slime pool, taking the items behind it. Kill the Dark Bishops to make two doors open on the west and east sides. Go 
through the west door to a corridor with rotating pillars blocking the north and south passages. Hit the third puzzle switch on the left 
wall. Return to the Griffin Chapel. 


IFFIN Go down the stairs on the south side of the hall, then go up the west staircase to an open area with a narrow 
on Strut to the end and to a round ledge. This triggers the fourth puzzle switch. There’s a stained-glass wall to the east; break it 
to open a wall on the west. The west door leads to a room with a porkolator. When you've retrieved it, walk north to the edge o the 
huge pit. See the arrow on the ledge? Walk (don’t tiptoe) over the ledge in that spot to land on a magical vi Go to the right 
opening and press the switch, then go to the left opening and into the ee ban Tees Rat lide Tw Fe aUbainre tev ale om 1 y i [ 
teleport. You appear in the southwest corner of the pit. Follow the , FR TY Se tiem «Bt oa Ta 
Passage and jump across the gap. Continue forward to a room with many 5 A: Ag Pee 1 Veta) 
moving walls. Find the four switches in the corners of this room, hidden © 9%) ee 
behind wall segments with purple gems. Push them all and go to the west f 
end of the room to throw the fifth puzzle switch. Turn left, use the ee 
teleport, and go to the Wolf Chapel. 
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a -F CHAPEL: Go through the north door in the long hallway. Watch out for monsters breaking out of 

y | the nie sates At hallway’s end is an auditorium with a symbol at the front and pillars at the sides. Run 
4 and jump on both pillars to trigger the sixth puzzle switch. The floor below the symbol raises; jump from 
it to the ledge with the Krater of Might. 

aN # Go outside and enter the Wolf Chapel from the west entrance, then go Pee mail 


‘ = “ ig é > through the first door on the right. Open the next door and pull the pe 5g Ve 5 
LEC WETS, WA Bw! seventh puzzle switch in the next room. Four platforms lower at the 4 OS 2 " ‘ 4 
corners of the room, and two pillars lower in the previous room, all with monsters. One of the platforms jj : | , 
carries you to a secret area with an Icon of the Defender. Explore the other rooms along the corridor if 
you want, then head for the Dragon Chapel. 
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FE " Go to the west corridor with the rotating pillars and past the northern pair of 
# pillars. Turn right and activate the elevator in the wall niche. Ride up to a ledge and open the wall with 
‘ the dragon symbol. Go up the stairs to a high ledge. Pull the switch, return down the stairs, and jump to 


‘ \) the chapel’s main hall. Return to the area past the northern pillars and tga the “pen door. Pull the 
) a OM. I eighth puzzle switch at the end. Return to the main hall and whack the Greve Apes Are ay na 
- mm | northern wall behind the slime pool to lower into an area with plenty of Sh eon ay 4% ‘ 


wane =’ 4 Ne Wh =m ' items. | 

Go to the east corridor and down the south passage. Activate the wall with the dragon symbol and ride 
up the elevator to the southeast corner of the chapel. Jump to the north ledge and a wall opens to the | 
right. Go inside and throw the ninth and final puzzle switch. Return to the Seminary. 
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7 ARY: All nine panels on the wall are lit. Go into the main hall to fight the Heresiarch. Ignore the 
iy 1; sain fireballs, but stay away from the purple fireballs. Move and shoot the Heresiarch so she doesn’t 
A ge na hy ey, ee ie 4 go into her invulnerable mode and deflect your shots. She summons Dark Bishops when she’s about to 
pC ™ i die, but don’t get too distracted by them. Again, focus your attack on the Heresiarch. Don’t touch the 

) ark I mana cubes when the Heresiarch dies. They'll bots in cs face. Stand still a wait or the 

b = VA 4 Si | earthquake to subside. Walk to the west je eERIDREE vue oe aatauges ein bra ar ‘ie weet 5 
[ALCL Ta INA GEWA! side of the Seminary and into the inner Lig : ae NE eg 

sanctum. Jump into the room with the Chaos Serpent and take the He e : 1 ‘| i 
‘Wings. A portal appears behind you to Episode 4. But first, the secret i, ae . et i\ 
level. Go to the north part of the Seminary and the circle of pillars, py: St nL : 
which open and close. Run behind the pillars and go down the elevator. ) ip ) ese ran 
The portal at the bottom goes to the Deathwind Chapel. 7 5" bm) ae “4 WA zt 
\hem fies itn . Nh OPW 
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Go thieosigh the left ier kil the Dark hiss, | 
sie sel the eer = the end of the room. Climb up the stairson your | 
left to a ledge with lava below it. Jump into the lava and run to the 
opening on the right. Go up the narrow staircase into a room with more 
Bishops and pull the switch. Return to the lava, run across to the next F he F oe | 
AE and go into the room with a pillar. Step on the elevator behind muy sats as a! (eames 
m and down the passage to sisi Bishop-filled room. 
pag? Pull the switch and return to the pillar next to the elevator. Push the 
yy skull switch on the pillar to open a wall across the lava in the southeast 
2 corner. Run across to the new room and go down the stairs to a pit. 

Ff Walk along the left ledge and jump to the pillar with the platinum 

© helmet, then jump into the small room. Stairs rise to join the pillar to 
the entrance. Return there and follow the ledge to the right. Pull the 

#4 switch at the top which opens the door to the second area. 
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-LE OF GRIEF: Look for two switches in small niches in the wateron 4 
the sides of the bridge. Pull them to raise steps into the castle. From the i 
entrance, go inside and turn right (west). Enter the room with the ; 
flickering light and take the silver gear, then run outside. Now go into ) 
the large circular room in the middle of the castle; the entrance is to the if 


south. Grab the yellow gear from the middle of the room, within the _ mats 
pillars. es 


Jump on the east windowsill in the round room. Look behind the pillar and pull the switch to activate elevators in the front and 
back of the castle. Take the elevators up to the battlements and press the skull switch in each of the five towers. After all five are 
pressed, go to the southeast room in the castle. Go down the stairs and take the silver gear from the shelf. Run through the fireball 
traps and back to the courtyard. Now walk along the outside of the castle wall to find and press four buttons. When they're all 


pressed, a platform in the circular room lowers, and it has the fourth gear on it. Now go outside the castle wall again and to the door 
in the southeast corner. Go through the portal to the Forsaken Outpost. 
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FOR N r: Walk forward into an open area with a deep 
sheen Follow the beth ledge to a pair of Chaos Serpents and two doors. 
Go through the doors into a courtyard. Walk to the far end and a dark 
corridor. Walk right to a platinum helmet, then walk left to a fork. Go 
left and get a quartz flask, then go right into a dark room with a switch. ” hope 
Pull the switch and go to a new room at the corner of the passage where Fae ou Lt oie 
you entered. Kill the monsters, grab the book, and fight off the flood of monsters. 

The passage at the end of the room leads to a small courtyard room, where a wall has opened. Pull the switch to lower two platforms 
to a small room with items. Go to the other room, with a new passage, and a wall with the Rusted Key. Take it and go down the new 
Passage to a dark room with a shallow pit and Dark Bishops. Jump across the pillars to the other side of the room. Pull the switch at 
the end. A new area opens with ammo and a window looking into a room. Go back to the courtyard and open the doors with the 
Rusted Key, then kill off the monsters behind it. 

Collect all the health items along the walls and ammo in the corners. Go into the four small rooms to 


ee aw ee | 


pull four switches and open the rusty pillar at the far end of the room. Kill the monsters to open the ; | ( 
small rooms. Grab the book behind the pillar. A portal appears behind the book (if you pulled the ke F 
Bh 


switch back in _— 2) that leads to the Desolate Garden, this en s secret level. 
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sARDEN: There are eight switches which randomly pop up 


and down in the garden. A monster appears each time you pull a switch, ; Lee f « i 
so be ready. After all eight switches are pulled, elevators and stairs on the “a Ae 4 
north and south sides of the garden are activated. Now pull the ninth / : 7 ei" } (2 | , 
switch in the pond smack-dab in the center of the garden. This opens the fee fen rN l : Hi a Mien LAN es 


room with the portal back to the Forsaken Outpost. 

Climb the stairs to the portal room, but don’t use it yet. Look behind it 
to find a piece of the fourth weapon. There’s another room across the drain on the other side of the corridor. Grab the piece of the 
fourth weapon and run behind the pillar to push the skull switch before you’re drowned in slime. A Chaos Serpent appears in a new 
area across from the door of the room. Grab the third piece of the fourth weapon. Oh, yeah! The elevators take you up to the west 
side of the garden. The room is split into two sections, with weapons and ammo. Go to both sections to open a hidden area as you 
leave. Take the Krater of Might inside it, and return to the Forsaken Outpost, then the Castle of Grief. 
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a Go to the clock room in the southwest corner. Fit the gears into the panels and the 
@ clock starts moving. Make sure you fit each gearbox so it’s filled with gears. Go to the central round 
room, get on the elevator, ride to the top, and activate the switch to teleport to the Gibbet. 
l 
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When you arrive, turn around and pull the switch to lower yourself into the central room. Go s , - 
down the south passage to find two bookshelves which are actually rotating doors. Go through the east ae ee) 


door to the library. Look for a bookshelf with a demon mask above it (it’s at the end of a row) and ‘ salt gh 
MDE ie ee iy ' insert the two books in your possession to spell the name KORAX. Several bm! . Pi : 

* y _.-. #l of the shelves lower into the floor, and one of them has a skull on it. re se Trale~n © 
} Go east from the central room to the statue room. Smash the stained-glass LAO a 


A . SE f walls to find a switch and pull it. Walk up to the statue and use the skull. Hold on while the room starts 
j ons , “@ % shaking, then leave. Return to the central room and walk to the black pillar. Push the star switch and 

) ey i you're sucked into... 
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Look for a skull switch on one of the small ledges on the side of the drain. This opens a portal to the Gibbet on another 
ledge. Continue north and east to another slimy chamber. Go through the door at the end of the room to get outside. Turn left and 
grab the Dungeon Key tucked next to the window. Return inside and use the portal to zap back to the Gibbet. 


GIBBET: Return south to the two bookshelves and go through the west shelf. Kill the critter in the cage and a wall opens. You can’t 
do anything in this room yet, though. Use the bookshelf in the corner to enter a short passage with a high window. Pull the switch to 
Nig ee ae “ny , return to the library room. Stand directly in front of the switch and pull it. Everything behind you 


toes 4) collapses. Turn around and carefully jump across to the floor. Open the door with the Dungeon Key 


ee esp } and go into the tortue chamber. Turn right and pull the switch in the room with the Dark Bishops. 
. &: eg ® Return to the barrel room (through the secret passage next to the cage) and down the hole. Turn right 
A = ff at the bottom and walk into the portal to the Dungeons. 
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Walk forward into the large room and go down the stairs. fy i | H,” oh ae “4 
Walk to the west side of the room and down more stairs. Walk to the i: ipl ee ee a ae a ee: 
west wall and push the switch. Return to the central room and down the i, i vi f t 
south passage to a round room with seven cages. Now return north to , te 
the pillar. Each time you press the switch, you open one of the seven ¥ 


cages. Best strategy is to press once, return and kill the creature, and F 4 Cae Gre. f. 
reappear until all the cages are open. When all the cages are open, ss ernieneenempecescias 
another switch appears on the pillar in the middle of the cages. Press it. Return to the central room and go up the northwest 
passage or southwest stairs. Now you can jump to the items on the pillars below. There are a few secret doors on the pillars leading 
to items on a high ledge. When you’re done, go up the southwest stairs and take the first left. This leads to two rooms, one with a 
porkalator. Go back to the passage and take the second left. Tug the switch once to open one cage, a second time for the other, 
and a third time to close them both. Continue along the passage and around the corner. Take the left turn to a room with cages and 
eee Take the ammo, return to the passage, and take the next left. This leads to four rooms. The northwest room has a secret door 
HUY Re pn al HE pet i Be: on the west wall. Take the passage to a room with plated armor. Activate the switch to open the 
‘aba wa Tie = WA windows. 
; mh Walk east and down the passage on the left (notice the strange wall texture) to a room with Chaos 
rath 1 beavis and cages to the sides. Look for a wall switch in one of the northern cages and pull it. Go 
back along the passage you came here from and look to your left for a new passage. Walk down the 
be ‘4 stairs to a curved room. Jump into the slime and swim downstream. You fall into a very deep pit and 
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Leave the room and follow the slime current through the jo | 1 | i ) 1 

room of Ettins. You reach a room filled with slime. Turn the wheel to “ | | R 
close the drain. The slime starts filling the room until you reach the ledge r 4 , 4 
of the right side, with a Mystic Urn and another wheel. Turn the second =} iv ) v 
wheel and jump back into the slime as it lowers. Return to the Ettin " f Ey 


Pe 


room and go west to the portal to the Gibbet. A wall has opened on the 1 oe 
AA AER 


ledge across from the portal. Walk into the new area, and then go 
southeast into the drain passage. Follow the right passage and stay on the right wall. Look for a rusty handle and pull it. There are 
two handles: one goes outside, the other goes to a switch. 

Push the switch and go east to the room with the Dragonskin Bracers. Take them and return to the door leading outside. Look for a 
sewer hole and jump into it. Take the porkalator and climb on the rusty platform to get back outside. Return to the previous sewer 
(with the three rooms) and return to the Gibbet portal. Walk north from the Gibbet portal until you reach a new ledge on the left. 
Climb on it and walk into the large room. There are four slime tanks; jump onto the southeast one. Now you can reach the tanks to 
the north by jumping. 

Turn the wheel between the northern tanks to drain the slime. Jump into the northeast tank, walk north, and take the falcon 
shield. Activate the pillar on the south side of the tank to get out. Jump into the northwest tank; there’s a portal which takes you to 
the Castle of Grief. Use it and you emerge in a hidden room. Step back into the portal and you appear on the west side of the tank 
room. Open the wall, jump onto the southwest tank and turn the wheel between the southern tanks to drain them. Go into the 
southeast tank to find an item, then go to the southwest tank and pape the wall with a handle. There’s a pit in front of you; jump 
over it to enter the room. 

Lower the — pillar and ride up to a door. Activate the wall door to open a passage into the drains with the Gibbet portal. Don’t 
Va Aes go there yet, though. Return to the slime waterfall and climb on the ledge where the Brown Serpent 
ars a was. Pull the wall segment with a handle and go into the portal to return to the Forsaken Outpost. 

| Don’t bother with the stained glass (critters, no goodies). Walk toward the rusty wall until you get a 

" message that a door opened on the Gibbet. Return through the portal to Effluivium, and through the 
# next portal to the Gibbet. 
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GIBBET: Go to the north room. On the left are some flechettes on 7 = 
pillars (don’t get smashed when collecting them). Walk south of the west | a 
walls to reveal a room with items and monsters. Walk to the cage onthe 3) — 4 
east and through the opening in the southeast corner. Walk inside to a Sits oo a sik 
lower a pillar and reveal the Axe Key. take the Key, return to the central Fi ey 7 as 
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chamber, and open the west door with the Key. You’re now in the es OE EPR es bP ae ot SE 
Heresiarch’s Lair. Once you're in, there’s no getting out until the AES We" LR a TW! 
Heresiarch is dead. Kill the monsters and jump on the throne to take the Icon of the Defender. This opens pillars at the sides of the 
room. Kill all the Afrits and Chaos Serpents appear. Kill the Serpents and Bishops and a wall behind the throne opens up. It’s the 
Heresiarch, surrounded by quartz flasks. Kill him and the portal behind the lava star opens. This is the way to the fifth and final 
episode. If you want to explore, quickly run to the door as the Heresiarch dies. Otherwise, go forth and kick booty! 
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pone The Fighter can run faster and jump higher than the other two classes, and can throw flechettes like 
Gia ie f | F grenades. His close-range attacks are much more powerful than the other characters, so he'll spend most of his 
opie &. 


— 2= 7 time up close and personal with attacking monsters. The mana used during attacks is surprisingly small; only two 
Samed Sciner !, with the axe (and only if it hits), three with the hammer. 
win nw vii! 
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pera eras | CLERIC: The Cleric can drop flechettes as poison clouds, and back away to lure monsters into the clouds, where 
1 gy > © oD they start coughing their brains out. 

| sf" cra’ The Cleric becomes partially invisible when using the Icon of the Defender. 

) | ee ie The Cleric's fourth weapon, the Wraithverge, is an awesome homing weapon, 

Beret seme, | but uses huge amounts of mana. It's also less powerful in the deathmatch mode, or else it would be much too 


EE A ot ew! 


Ve ae OT powerfu : 
| if MAGE: The Mage's first weapon has great range and doesn't use any mana. The Mage can reflect projectiles 
NE when using the Icon of the Defender. The Mage's attacks use the most mana, but do more damage than the 


other classes. 


: All three character classes have four weapons. The fourth weapon is divided into three pieces which are found during the 
game. The first weapon doesn't use any mana; the second weapon uses blue mana; the third weapon uses green mana; and the fourth 
weapon uses both blue and green. In the deathmatch mode, you can pick up items belonging to other classes, but you only get the 
mana; you can't actually use the item. 
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FOURTH WEAP' Here's a cheat sheet on where to find your fourth-weapon pieces. Piece 1: It's at the end of the Seven 
Portals (Episode 1), directly in front of the portal to Episode 2. Piece 2: It's in one of the rooms of the Hypostyle at the end of 
Episode 2. Piece 3: It's in the room full of pitchers in the Heresiarch's Seminary (Episode 3). All Pieces: 

If you missed a segment along the way, you'll find all three pieces in the Desolate Garden (Episode 4). 
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What exactly is a quick pic? Well... they are games that, 
as of press date, we have precious little information on, 
yet we find ourselves with all these screen shots and need 
a place fo put ‘em, so we quickly picked ‘em and stuck 
‘em here for your visual pleasure. We hold these pages 
back until the last minute to ensure the shots are the fresh- 


est available. For the most part, these games are 9-12 


months from hitting retail and we will give them a prop- 


er preview in future volumes of Q64. 


Dark Rift ¢ Vic Tokai — Why look, a futuristic 3-D fighter with 
swords and special weapons. By the way, what's with the satel- 
lite dish? (Top left shot.) Is this fight being telecast world-wide? 
Chronos has developed the game with tons of explosions and 
cool camera angles. 


Body Harvest © DMA Designs — Here’s a game that’s sure to 
get a “mature audience” icon on the front of the box. Body Harvest, 
is well, pretty self explanatory and knowing the basis for the game, 
we can assure you that there will be plenty of material to make 
even the desensitized squeamish. 

Adam Drake, the hero, travels in a time machine to stop the aliens 
from stealing and harvesting our beloved humans. There are over 
130 vehicles from which to choose — and you will need them 
all to help you crush the alien scum from harvesting their crops. 
DMA has also incorporated some fine RPG elements. 


Freak Boy © Virgin — The developers are probably going back to 
the drawing board on this one but, regardless of the name, it looks 
like a nice action/plattormer. Freak Boy allows the gamer to mutate 
into different characters as he travels the planets looking to res- 
cue his people. The graphics are cartooney but ghastly at the same 
time. There are over 20 levels to explore and conquer. 


Chameleon Twist * Japan Systems Supply — Survival as a 
Chameleon hinges on using your tongue for attacking and 
exploring. By controlling the tongue, you can squish opponents 
and even use it as a rope to swing across vines. This platform 
style game covers lots of different terrains, including clouds, 
mines, and castles. Pink Chameleons are your worst nightmare, 
as they can do sever damage to your person. Not too many 
screen shots, but it does look to be one of the more innova- 
tive titles to appear on the Nintendo 64. Maybe we'll know 
why the hero of the game changes color in the next issue! 


Jeanne 


Legend of the Mystical Ninja 64 * Konami — For those of you 
that don't recall this title, it dates back to the MSX, as it appeared 
without any sequels. Unfortunately, they stayed in Japan, but 
this time around, we will get the fifth in the series, and hopefully 
more to come. With the N64, our hero has gone 3-D, and will 
now have even larger worlds to explore in its action/adventure 
context. 


Golden Eye 007 ¢ Nintendo 
— Rare Software is working on 
this Bond feature, where the 
action takes place via the ever 
popular first-person shooter 
perspective. No word yet if 
there’s a Z3 in the game, but 
we're looking. 
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Holy Magic Century Eltale * Imagineer — Here's a full blown RPG 
type that features a huge landscape and tons of different charac- 
ters, and a bizarre, yet lengthy, title. 


Kirby's Air Ride ¢ Nintendo — Kirby, whose been around since 
the ye ole 8-bit days, is coming out on the N64 with his all-new 
adventure. Players can choose from Kirby, or one of his assortment 
of friends, and ride stars, jump on platforms, and crash into each 
other. 


Silicon paatieks ¢ DMA — Yet another 3-D efforts cil Silicon 
Valley is DMA's attempt at showcasing the N64's power. The game 
is set on a space station that has been overrun with little buggers. 
The backgrounds and locations are quite interesting, and lend to 
an out of this world experience. 


Yoshi's Island 64 © Nintendo — Looks like the little green off-shoot 
is set to go adventuring around another cartoon-laced island. 
The N64 version of the game, while based on the 16-bit hit, will 
bring Yoshi into an all-new, graphically detailed and colorful world 
as well as continuing the gameplay tradition of the now-classic 
Mario series. 


Multi-Racing * Ocean — Here's a multi-player, multi-vehicle, multi- 
terrain, and multi-lava, racing game that is titled, aptly enough, 


Multi-Racing. 
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Pro Baseball King ¢ Imagineer — Gee, a baseball game featur- 


ing big heads, big feet, and teeny tiny characters. This formula 
must work well in Japan. Well, as they say, if the cleats fit... 
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Rev Limit ¢ Seta — Looking good, looking good. This title has 
the look and feel of a genuine racer. We've got working headlights, 
sixteen different cars, and the ability to upgrade the vehicles. The 
game features arcade and simulation modes, and the time of 
day can be set as well. Hopefully, we'll be able to “take it, to the 
limit” in our next issue! 
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Sonic Wings Assault ¢ Video Systems / Paradigm — Now here's 
something you don’t see every day; a game title with the word 
“Sonic” that doesn’t feature a little blue furry creature. But, if you’re 
into cool Afterburner type games, then you’re in luck. "We love 
Paris in the springtime"... 
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Top Gear Rally * Kemco / Boss Game Studios — Similar in con- 
cept to Sega Rally, Top Gear Rally will feature five tracks and 11 
vehicles. The game will also offer the player a bonus track and vehi- 
cles. From what we've seen so far, this is one of the best looking 
driving games coming out this year. 
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Wild Choppers ¢ Seta — No, not a tree falling contest, but a Soviet 
Strike wanna be. This 3-D shooter has eight vehicles to choose from, 
and a variety of missions to accomplish. Wild Choppers is set to 


sink its teeth (Wild Chompers?) into the combat shooter arena 
this Christmas. 
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Yuke! Yuke! Trouble Makers ¢ Enix — If ever a title needed a name 
change, this would qualify as the top candidate. Treasure looks 
to have a cool shooter in the mold of the classic "Gun Star Heroes", 
The action takes place on the planet Nendoro, where our hero (a 
robot) is set to free its inventor, Dr. Gumble, who has been cap- 
tured. Make traps, climb ropes, and attack the huge bosses by 
throwing different items. 
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Bomberman 64 ¢ Hudson Soft — Here’s an action/puzzle game 
that first arrived way back on the TGé—16. This time around finds 
the old Bomber freshly updated (going 3-D) with a massive game 
environment and tons of new gameplay. Heck, there's even a 
four player mode. Cool! 


Wie |) Lamborghini 64 ¢ Titus — This could 

|) be THE driving game of the year, 
| if the game play comes up as nice 
RT samssss=eu as the screen shot. Besides the 
Eatin Diablo, Titus has informed us that there will be anoth- 
er three licensed vehicles, all just as meticulously detailed as the 
Diablo. The game will consist of five racing modes, multiplayer options, 
and four circuits. 
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Almost any gamer can remi- 
nisce about their fond memo- 
ries of spending many a 
sleepless night in front of the 
TV playing The Legend of 
Zelda. The first two on the NES 
were amazing, the Super NES 
version was, arguably, the best 
adventure game ever made 
and the upcoming N64 title, 
from the screen-shots we’ve 
seen so far, looks to be the ult- 
mate Zelda adventure. 

Although, to date, there has 
been no hands-on experience 
with the game, outside of 
Nintendo corporate head- 
quarters, we have been able 
to glean a bit of information. 
Originally touted as the first 
64DD title, Zelda 64 will now 
be a cartridge game — with 
the probability of an add-on 
or 64DD version to follow, with 
the release of the peripheral. 
It is said that the game utilizes 
an enhanced version of the 
Mario 64 engine, placing Link 
in an intracately detailed and 
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believable 3D world. As with 
StarFox 64, Mario Kart 64 
and Mario 64, you can expect 
that the gameplay will be very 
similar to the 16-bit version of 
the game — with most of the 
design team’s focus going 
toward creating the game’s 3D 
worlds. 

That much we believe, as the 
screens spread out before you 
give us just enough graphic 
information to tease our minds 
into thinking about all of the 
different possible gameplay 
scenarios. If the gameplay 
expereince is nothing more 
than classic Zelda, with a new 
plot and a few 64-bit twists on 
8 and 16-bit themes, we will 
all be very happy. 

As to the decision not to do the 
game for 64DD, we all must 
ask ourselves if we REALLY 
believe that Nintendo will ever 
release the hardware add-on 
and, if Zelda ends up being 
as spectacular as we alll believe 
it will be, is the 64DD even 
necessary? As with Mario 64, 
Miyamoto is focusing a lot of 
his attention toward the devel- 
opment of Zelda. If history 
teaches us nothing else, it is 
that this is a good thing for all 
of us with a lot of play time on 
our hands. 

We will have more informa- 
tion on this ground-breaking 
game in Volume Il of Q64... 
Stay tuned! 
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Robotron 64, from Midway, 
looks like it will be one of the 
more intriguing titles for the 
system this year. The story of 
Robotron: 2084, as some of 
you are probably aware, 
dates back to the early eight- 
ies with the arcade machine 
becoming one of the all-time 
great shooters. The basic 
premise was to wipe out 
each level of bad guys, while 
trying to rescue as many of 
the humans as possible (for 
extra points, of course). The 
levels got increasingly more 
difficult and, by the sixth or 
seventh level, the screen was 
literally filled with characters 
to shoot, save, avoid, and 
blow up. It was an incredi- 
bly addictive game, and 
became an overnight clas- 
sic. With the recent trend 
towards “retro” gaming, 
thousands of gamers who 
were not cognizant of the 
arcade machines of the 
eighties have been able to 
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discover and enjoy Robotron 

on their home computers, as 

well as the Playstation. Well, 

now we have a new 

Robotron, a man (or 

“Eugene”, if you will) of the 

nineties, completely 3D ren- 

dered, and ready to wipe - 
out the scorge that is back » a 
trying to nab Mommy, 

Daddy, Micke, and now 

Grandpa (we hear that there 

may even be chickens in this 

one). The 3D environments 

are colorful and highly 

detailed and, as the true : | AS 
benchmark for any Robotron eee he wd al 
game, the intensity is as high le F 
as any game you have ever 

experienced. The Brains are : 

back (you know, fhe ON@S 

that would morph the 7 

humans into psychos), and 

there are some end of level 

bosses that have never been 

seen before. There’s also 

some new camera angles 

from which to view the fre- 

netic action, and even a sev- 

enteen track musical score 

— techno, of course. All this 

adds up to make Robotron 

64 a radical evolution from 

the original coin-op, and one 

that we are eagerly antici- 

pating. The game isn’t due 

out until September, so you'll 

be sure to find a complete 

review (and maybe some too 

cool codes?2) in Qé4, 

Volume 2. Look for it! 
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Acclaim Entertainment, Inc., 
is getting ready to publish 
Probe’s (Die Hard Trilogy, 
Alien Trilogy) latest offering 
(and first for the N64) called 
“Extreme G”. This futuristic 
motorcycle racing game is 
heavily combat laced, with 
each player having the abili- 
ty to launch a wide assortment 
of missiles and other weapons. 
Some of the more intriguing 
weapons include the Phosphor 
Flares, which allow you to 
blind all the players behind 
you, and the Control Swap 
Missiles, that reverse the tar- 
get vehicle’s controls. You can 
choose to race against seven 
computer opponents, or go 
head-to-head with three of 
your bestest, buddiest, friends. 
The tracks are all seriously 
detailed, with twists and turns, 
and roller coaster loop de 
loops. There are plenty of 
jumps and traps, and even 
oozing pools of lava that will 


need to be dealt with, by way 


panne 
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2: 


‘8 


soe 
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of jumps along the tracks or 
by hitting the Turbo Particle 
Accelerator power up. Also, 
there are even more obstacles, 
in the way of destroyed 
bridges, falling rocks, and dust 
storms. There will be eight dif- 
ferent motorbikes to choose 
from. Each bike has its own 
characteristics, ranging from 
top speed, handling, shields, 
and weapon power — alll the 
choices you would expect to 
see in an arcade style combat 
racer! As far as different rac- 
ing terrains are concerned, 
Probe has included a dozen 
different tracks, varying from 
the inner city to abandoned 
mine shafts, and even open 
water ways. From what we've 
seen and played so far, the 
graphics and speed of Extreme 
G are out of this world. The 
weapon power ups, and 
explosions that go along with 
them, are absolutely first rate. 
The colorful backgrounds and 
detailed motorbikes are also 
“totally bitchin”, as the neon 
blues, greens, reds, and yel- 
lows not only make for great 
screen shots, they also make 
for a color-rich playfield. The 
game looks and plays great 
now, and it’s only 40% done. 
We can’t wait to get our hands 
on Extreme G for a longer test 
drive, and we'll certainly be 
there to tell you all about it in 
our next issue. 
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In life, there are certain things 
that we all come to accept as 
just plain fact. For example: 
no matter how many times you 
may drop a piece of toast, 
smothered with jam, it will 
always land face down. This 
rule also applies to the video 
game industry, especially when 
it comes to any Nintendo game 
“magically touched” by 
Shigeru Miyamoto. It’s pretty 
much accepted that a 
Miyamoto game (i.e. almost 
every Mario title, Zelda, F- 
Zero, StarFox, Yoshi's Island, 
Wave Race 64, etc.) is blessed 
with instant success, as well as 
incredibly deep and enter- 
taining gameplay — StarFox 
64 is no exception. Although 
this preview is based on the 
Japanese version, which was 
just released for that market, 
(April 27th) and we've only 
had a few hours with the 
game, (deadlines, you know) 
it’s evident that StarFox 64 is 
going to be a high-point for 


Nintendo 64 owners this year. 
The game plays a lot like the 
original (in fact, the levels seem 
similar — the first level is a city- 
like level and the second, an 
asteroid field — just like the 
Super NES version) although 
it has some new enhancements 
including, in no particular 
order: multi-player support (up 
to four players via quad-screen, 
the ability to fly “off-rails” in 
certain levels and against cer- 
tain bosses, ground combat 
(which, incedently, was going 
to be in the never-released 
SNES sequel), and an extra 
peripheral/add-on titled the 
“Rumble Pak”. This little, bat- 
tery-operated shaker, comes 
packed-in with the game and 
plugs into the Memory Pak slot 
in the controller. Once 
equipped, it mildly vibrates 
every time you take a hit or use 
a speed burst (kind of like a 
beeper does). While not an 
ingenious add-on, it does offer 
a unique experience. Our first 
impressions of the game is that 
it looks sharp, plays well and 
is just what the N64 needs to 
add some excitement to the 
recent crop of mediocre and 
low-quality of titles that have 
been slowly surfacing. StarFox 
64 is currently set to release 
this summer and you can 
expect to see a full-fledged 
review, as well as some help- 
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Acclaim Entertainment, Inc., 
one of the software industry's 
more prolific publishers for the 
Playstation and PC formats, is 
working hard on their first 
sports title for the Nintendo 64. 
NFL Quarterback Club 64, 
developed by Iguana, is 
Acclaim’s entry into the foot- 
ball arena, where the series 
is in its third incarnation on the 
Playstation. This version is being 
designed from the ground-up 
for the N64, where it will show- 
case the N64’s high resolution 
mode; a whopping 640 x 480. 
As you can see by the screen 
shots, the clarity and detail is 
like nothing seen before in a 
football game. Besides being 
the first publisher out with a 
football title, Acclaim should 
do well from the mere fact that 
the high resolution graphics will 
attract a lot of attention from 
football fans everywhere. 

QB Club 64 features Brett Favre 
as the poster boy for the Club, 
which is made up of most of 
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the NFl’s premiere quarter- 
backs. The game will also fea- 
ture an NFL license, as well as 
a Players Inc. license, so all of 
your favorite teams and play- 
ers will be available. Marv 
Albert will be calling the play- 
by-play, and Iguana used Jet's 
running back Adrian Murrell 
for the motion captured images. 
Key management features 
include: trading, creating, draft 
ing, signing and releasing play- 
ers, creating new teams and 
managing the salary cap. There 
will be over 500 offensive and 
defensive plays from which to 
choose, and a few of them have 
actually been provided and 
designed by The Man (Favre, 
for those of you not following 
along) himself. In season 
mode, there will be injuries and 
penalties galore, along with 
a comprehensive stat tracking 
data base for the league lead- 
ers, in nine different categories. 
Iguana has also included a nifty 
little diversion called Custom 
Simulations that lets you recre- 
ate over fifty different classic 
scenarios — the first thing we’ re 
going to do is change the out- 
come of that “Immaculate 
Reception” travesty! From what 
we've seen and played so far, 
NFL Quarterback Club 98 looks 
to be an awesome experience 
that every football fan will want 
to partake in. Available in 
November. 
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There are certain Japanese 


games that, no matter how 


much fun they might be, or 


how incredible they look, will 
never be released in the States 
due to our extreme cultural dif- 
ferences. We all know the type, 
most consist of big-eyed, blue- 
haired school girls duking it 


out with cigarette-smoking, 
spiky-haired bad guys and the 


like. These games are a mar- 
keting director’s worst night- 
mare — and they just don’t 
sell well in America. Enter 
Epoch’s Doraemon, which is 
a “Japanese” game in the 

eaturing one 
of Japan’s most popular car- 
toon characters, a fat, goofy 
blue cat, this game falls into 
that category, just like Pachinko 
or Majhong would. Although 
it does look and play kind of 
like Mario 64, in that the goal 
is to navigate through color- 
ful “go-anywhere” 3D envi- 
ronments, in an effort to find 
32 special items while “butt 


eee tee 


ae 


bouncing” on various enemies @ 
and solving puzzles. The game 
is way out there, in terms of 
overall goofiness. Just pick the 
guy who uses Karaoke as a 
weapon and you'll know what 
we mean. 
So, if you can get over the 
Japanese flavor, what's under- 
neath? A pretty mediocre and 
unpolished Mario clone. You 
start off the game in the “map” 
area which branches into sev- 
eral different sections that will 
open up as you acquire new 
items. Some items are power- 
ups or weapons that allow you 
to attack the various enemies 
in different ways, and some 
seem to have no effect at all. 
There are a few unique game- 
play features, such as find- 
ing yourself in control of a 
huge bouncing Kangaroo 
while your character rests in 
its pouch, or the ability to 
switch between four different 
characters, but most area # 
direct rip from Mario 64. The 
graphics aren’t as polished as 
most of the other 3rd party titles 
and the music is neither here 
nor there. Although there have 
n no announcements as fo 
anybody picking up the title 
for a stateside release, any- 
thing's possible, especially with 
the slow drizzle of software 
that is projected for this year. 
We'll keep you posted! 
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Ever wish you were in the CIA? 

If you have, we’re sure you've 

kept it a secret. In fact, you prob- | es 
ably are in the CIA and just don’t as , | ~~ 
know it because they haven't told , ~ = 
you yet. Anyway, regardless of 

your current employment situa- 

tion with the “company”, you will 

soon have the opportunity to ful- 

fill your wildest espionage fan- 

tasies with “Mission: Impossible”, 

from Ocean of America. The title 

promises to be the most unique 

title yet available for the Nintendo 

64 as it combines elements from 

various gameplay _ styles. 

Obviously, there will be an abun- 

dance of action/adventure seg- 

ments, as the game is modeled 

after the movie and television 

series. Additionally, there are 

many puzzle elements, as well 

as RPG characteristics, to be 

found throughout the game's six 

enormous missions. 

The story goes something like 

this: you assume the role of Ethan 

Hunt (is that his real name or just 

a company alias?), who is a CIA 
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| agent with a perfect record. 


Because of your stellar perfor- 
mance, you are given six new 
missions you must complete. 
These missions will take you any- 
where from the Russian Embassy 
to Waterloo Station in London. 
In each mission you will have spe- 
cific tasks assigned, and spe- 
cial gadgets available to help you 
complete your mission (includ- 
ing, but not limited to, the very 
popular face-changing option). 
In the first mission, you are tasked 
with helping a lovely female com- 
puter programmer escape from a 


Russian Embassy, and return her | 
to the hands of the good guys. (If 


this was a Bond game, there | 


would be a little interlude in 
between.) From here on out, the 
tasks become much more com- 
plicated and the amount of “spy- 
ing’ more intense. 

Mission Impossible will come with 
a plethora of camera angles, two 
of which are crucial to the cyber 
spy’s success. The first is a mouse 
cam, shaped like a mouse, that 
roams through the areas in which 
Ethan can not safely maneuver. 
The second is a hover cam, 
shaped like a flying saucer, that 
provides an overhead perspec- 
tive. It should be obvious by now, 
that Mission Impossible, if it lives 
up to its early promise, should be 
a monster hit; we'll have the rest 
of the story in the next issue. This 
preview will self destruct in ten 
seconds! 
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Here’s a Formula 1 style racer, 
developed by Human 
Entertainment of Japan, that 
will be released in the states 
by Ubi Soft. The game has 
a tremendous number of 
options and features, like a 
good racing simulation 
should. Other than the arcade 
style Cruis'n USA and multi 
player funfest of Mario Kart, 
F lis the only true racing sim- 
ulation available on the N64, 
and racing fans shouldn’t be 
disappointed. 

Just wait until you see 
Monaco, it looks like nothing 
you may have seen on any 
other system. After the end of 
each race in World mode, the 
drivers receive points depend- 
ing on where they placed. At 
the end of the season, the dri- 
ver with the most points wins 
the championship, and the 
team with the most collective 
points will win the “Construct- 
ors Cup”. This is a nice bonus 
feature, as it makes you 
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aware of who your teammates 
gigesen |i) oe, and will have you keep- 
Bes] ing an eye out for them on the 
track. Before each race, you 
can modify various parts of 
your machine, ranging from 
the sensitivity of the steering, 
the stickiness of the tires, and 
the dampness of the brakes, 
as well as many other choic- 
es. There’s a nice display 
screen that shows you how 
each one of the modifications 
affects the cars performance 
in top speed, turning radius, 
braking ability and steering 
sensitivity. There’s also the abil- 
ity to race in pure simulation 
mode, with full damage, 
major wipeouts and serious 
pit work to be done. 
Graphically, F1 Grand Prix 
looks fantastic. The asphalt 
has tire grooves and the cars 
are perfectly rendered, no 
matter which of the seven 
camera angles in which you 
choose to race. There is no 
texture breakup, and minimal 
pop up on the grandstands 
) Bee a )} and buildings. Racing in the 
S| ea) rain is always fun, and Grand 
: 2 wa B) Prix does a good job of recre- 
ating the sight of water spew- 
ing out from the car in front 


| of you. 
CF ae | Allinall, Human has made a 
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2: 73° 60 very promising racing title, 
and we can thank Ubi Soft for 
bringing it to the states. Check 
it out as soon as you can. 
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Konami, one of the gaming 
industry’s all time great pub- 
lishers for the arcade and home 
markets, is releasing Internation- 
al Superstar Soccer as their lead 
off title for the Nintendo 64. 
Konami, which has had tremen- 
dous success on the Playstation 
with sports titles (International 
Track & Field, NBA In The Zone 
2) and action/RPG (Contra: 
Legacy of War, Vandal Hearts) 
looks to continue that success 
with more hit titles on the 
Nintendo 64. International 
Superstar Soccer is an excel- 
lent first release, as it appeals 
to the mass market (after all, 
soccer is the world’s game) and 
has top notch animation and 
character movements, to boot. 
For the coach in you, Konami 
has included a variety of offen- 
sive and defensive formations. 
On offense, you can choose 
from Full Offense, Middle 
Attack, Sideline Attack, and 
Counter Attack. On the other 
side of the ball, you can line up 
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in Full Defense, Pressure Up, 

Zone Press, and Offsides Trap. 

As far as shooting and passing 

are concerned, it’s as simple as 

pressing the A or B buttons, 

along with the analog stick for 

direction. Advanced soccer 

players (and those of you with 

nimble fingers) can program 

the yellow buttons to accom- 

2 plish a variety of tricks and 
ee ee ee |) maneuvers, ranging from slide 
ibe | tackles and headers, to the ever 
Ss popular bicycle kick. With any 
great soccer title, there has to | Esai sucess Sone a = e 


be timely and energetic Com- | persSg-- rues = S|; 
meneiey: HER reat does- |fime Weg |: Wis © WY 

n’t fail here, either, as they have hv hk | 
incorporated a masterful play- 

by-play announcer that deliv- 

ers all of the action and 

excitement from the field to the | (=a Neyesas ae 
airwaves. One last note on the _ 
animation of the polygon char- 

acters — there are over 17,000 

character movement anima- 

tions and motion capture trac- 

ing technologies in the game! 

You can really see the detail, 

when, for example, a player 

knocks an opponent to the 

ground with a foul and then 

reaches out to help pull him up. 

Or, as the goalie waves his 

team down the field as he pre- 

pares for a goal kick — pre- | — eee 

ty impressive stuff. Da 

Don’t miss Konami's Internation- Cae Fee asial 
al Superstar Soccer; it’s a game 

everyone will want to play, for 

hours on end! 
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Konami, whose International 
Superstar Soccer is previewed 
elsewhere in this book, has 
another sports title in the base- | === 
ball game “Pawapuro Baseball.” | LF assests 
Graphically, Konami's baseball | 
game looks great, with obvious 
cartoon intentions delivered via 
the overgrown players and silly 
animations. The SGI rendered 
characters all have HUGE 
heads, not unlike the rash of “big 
head” games available on other 
systems (ranging from fighting 
games to hockey titles). A clos- 

er look will reveal another ele- 
ment that lends to the cartoon 
theme, and that is the size 32 
shoes that each player wears. 
Wow, and we thought Shaq 
Daddy had big feet — he’s got 
nothing on the guys in 
Pawapura, that’s for sure. All 
we want to know is, where do 
they get the helmets and shoes 

to fit these guys? The detail in 
the players is phenomenal, as 
well; as the pinstripes and num- 
bers on the jerseys are top notch 
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and crystal clear. Regarding 
the animations of the char- 
acters, Konami has done an 
excellent job of bringing humor 
into the game. The batters will 
occasionally swing so hard 
that they wind up on their 
back, with a look of disbelief 
emanating from their over- 
sized, wide-eyed expressions. 
Also, if the pitcher gets shelled, 
he will start to get woozy, com- 


plete with birds flying around ° 


his head! And, lastly, our 
favorite is when the umpire 
calls a strike that the batter 
doesn’t agree with; the batter 
turns his head slightly and 
gives a look as if fo say “you've 
got to be kidding”! Pretty good 
stuff. 

From a gameplay standpoint, 
Konami developed Pawapuro 
to have an arcade style feel, 
so don’t go looking for much 
on the simulation side. Because 
of its arcade personality, you 
will notice plenty of shots into 
the gaps, as the outfielders are 
of a relatively small propor- 
tion, and flyballs seem to be 
able to travel a hundred feet 
past them! One thing you can 
count on is that there won't be 
any shortage of doubles and 
triples. 

Here’s hoping that Konami 
brings Pawapura Baseball 
stateside, as this title would 
bring a fresh face to a genre 
that could use a little levity. 
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You can't launch a new system 
without a good selection of fight- 
ing games, and the N64 could 
sure use one right about now! 
Interplay is preparing to fill the 
gap, with the Nintendo 64 ver- 
sion of their parody fighting game 
series, Clay Fighter, for release 
this summer. "Clay Fighter 63- 
1/3" (an obvious slap at all of 
the N64 games that have "64" 
in their titles — have you noticed 
that, outside of Nintendo-pro- 
duced games, all of the third 
party software that have had 
"64" in the titles have been PC 
ports?) continues where the hit 
SNES title left off — except now 
you play in a limited 3D envi- 
ronment with high-quality stop- 
frame animation (or Claymation, 
if you will). For those of you that 
have not experienced Clay 
Fighter, the game is a play on the 
Mortal Kombat series, right down 
to the advertising campaign that 
has historically surrounded the 
product. The campaign for the 
N64 version has a tag line that 


reads... "They have been born aT GEE 
of fire — hopefully they won't oust SIDERED Dae 
melt." The fighters are a combi- ee ae 
nation of original character art 

and animated versions of famous 

entertainment and literary fig- 

ures, including parodies of Bruce 

Lee, Santa Claus and the 

Hunchback of Notre Dame, and 

each fighter has special moves 

that have something to do with 

that character's physical features 

and personality. You can also 

expect to see two of Interplay's 


i ae . Same |) more famous progeny, Booger- 
tse "He )) manand Earth Worm Jim, in the 
— A ._ = = | J game. 
Sete © f. | The Nintendo 64 version features 
a 4 } 12characters, plus hidden char- 
acters, 17 interactive 3D back- 
grounds, 60 frames per second 
animation and something called 
"Situation Hits", where each fight- 
er has a pre-programmed reac- 
tion when hit a certain way. An 
example of this is Hobocop who, 
when he receives a kick in the 
butt, will actually "moon" the 
player — you just can't pay 
enough for this kind of class enter- 
tainment! 
The version of the game that you 
see pictured over these two pages 
is what Interplay refers to as "pre- 
alpha" — meaning that what we 
have played, fo this point in time, 
represents about 10% of the fin- 
ished version. We will have a 
hands-on, reviewable version of 
Claytighter 63-1/3 in Volume 
ll of Q64. 
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NOW AVAILABLE FOR NINTENDO 64 


SUPPORTS 
4 PLAYERS ! 


(NINTENDO 64 VERSION ONLY) 


ae ae 


AIA 3 


| © 64 users, to the decaying ‘caus oF hexcen: 
ri . i. and three Priends have the ability to go 
head-to-head ina bet Seren deathmatch. you have A wicked 
=< : aN s | | arsenal of medie VAL weaponry. you have SU perbuman 
6 : , 7 powers. you ce No idea ——— be getting yourself into. hexen. 


beyond evil. beyond hope. beyond any 3-d —_ ever created. 


‘ALSO AVAILABLE FOR 


OFFICIAL 


SEGA 


Distributed by 
GT Interactive Software. 
16 EAST 40TH ST., NEW YORK, NY 10016 


www. gtinteractive. com 


SEAL OF 
QUALITY 


Eiemaiis of Nintendo of ote Inc. ©1996 Nintendo of America Inc. All other trademarks are the property of their respetlice companies. 
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SAECO LLEGTORN'S SERIES 


WEICOME IED) iio first volume of G@O4 — your EOIN PE TED, ute poate source for STEVE IED, SPR EV IC WS altel CWS mort, 
Nintendo B24 feiss Ana ciccessories. Volume One features 146 pages oF Nintendo 64 } coverage, with defailen 
j p ’ 


Sitio: 125 4) OUT OF THE ONES NOG Games, en qacinion, OUFEHITONGl Siar Mts Spannek Fie globe iv fds) you 
MOM PICMMTET MICW SAVIN CHING HNO NCW EIODET smn MIDS SMe Tos mlnin me BOTESY mMTOF Mt FON NON MOC ONTNnty IIT ESp 


STRATEGIES: ne il EEE PREVIEWS: : 


RIACHRINGE WARUS 


2 sto¢54) > War Gots > Star Fox 64 2 FP 5231) 

> furok 2 Fie\ Jed SSAVIUSSI ON ann yossiols 2 Iniseyiei/s 
> Doom 64 > Mario Kart 64 > Clay Hb oe 53 2 ttou73 
SIS LOrps SCI Ore, 9 sted 3d and more: 


